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We get asked a lot of questions here on 
the Lost World team at DreamWorks 
Interactive: “Do you know what Jurassic 
Park 3 will be about?” “Have you ever 
met Steven Spielberg?” What's most 
often asked, though, involves the Lost 
World game itself—“Just how did you 
folks get that dinosaur animation to 
look so darn real?” 


The answer: motion capture. 


The process of motion capture is a 
relatively simple one. Photo-reflective 
cells are attached to the joints and limbs 
of a person so their motion can be “cap- 
tured” by a video camera and then 
translated by sophisticated software 
into a digital 3D image on the computer. 
Our goal was to deliver some of the 
most realistic animation you've ever 
seen in a video game, so we decided to 
make the effort and motion capture 
some actual living, breathing dinosaurs. 
To do this, of course, we needed a time 
machine. You may be asking why didn't 
we just go over to the Lost World feature 
film set and use the dinosaurs there. 
Come on, that was a movie. Don't be 
silly. Those dinosaurs weren't real! 


The first step was to write the temporal 
displacement software. This may sound 
difficult, but quantum-dimensional 
computations were easy compared to 
coding the hunter's piton. 
Unfortunately, Hollywood has clouded 
everyone's imagination with what a 


time machine should look like. The prac- 
tical truth is that with a little creative 
programming, a method for traveling 
through time can be build on top of a 
standard PC running the versatile 
Microsoft NT operating system. 


We hit a roadblock when the project's 
designers insisted that the time 
machine be able to allow travel not only 
backward through time, but forward as 
well. After some additional staff meet- 
ings, it was determined that returning 
the team safely to the 20th Century 
should, in fact, become a feature. This 
caused the engineers some additional 
headaches before the code was finalized 
and sent to the Quality Assurance 
department for testing. Now we have a 
great team of engineers, but Beta ver- 
sions exist for a reason and frankly 
there were a few problems. Most of the 
testers we lost stayed out of history's 
way, but unfortunately the fall of Rome, 
the great Chicago fire of 1871, and the 
crash of the Hindenburg were all, in fact, 
caused by our QA department. 


After a few weeks of methodical testing 
and tuning, the time machine was finally 
ready to go. Our brave band of 
Animators climbed in, set the 
chronometer to 65,000,000 years ago, 
and in an instant, they were hurtling 
back toward the primordial world. 
(Well, almost in an instant—there was 
an argument over who was the first to 
yell “I got shotgun!") 
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Once back in the Jurassic era, the team) 


got to work motion capturing the actu- ` 


al dinosaurs for the game. Contrary to 
what you might think, this was the eas- 
jest part of the whole process. Why? 
Dinosaurs love beef jerky—can t get 
enough of the stuff. Throw in a few 
cases of rubber cement, several crates 
of bicycle reflectors, the company video 
camera, and voila, you're done. The 
only animation that proved difficult to 
get was that of the Tyrannosaurus rex 
tossing a screaming, profusely bleeding 
human over its head. To solve the 
problem, the team crafted together a 
beef jerky suit and looked for a "volun- 
teer." It was an easy choice—after all, 
what else are associate producers good 
for? 


Their work finished, the Animators 
dialed in 1997, leaving the age of 
dinosaurs and heading back to the age 
of man (with a brief stop in the age of 
pirates, because—come on—pirates are 
cool). After that, the rest of the project 
was a snap. You may have heard peo- 
ple in the game industry talk about the 
long hours, the sleepless nights, the 
growing belief within the medical com- 
munity that game development causes 
brain damage. All nonsense. Talk like 
that is just to keep other people out of 
the industry because current game 
developers want to keep it all to them- 
selves. They don't want anyone to 
know about the generous amounts of 
time off, the short fifteen-hour work 
weeks, the all-expenses-paid vacations 
to far flung islands. In fact, this intro- 
duction is being written on a laptop as 
I sit on the beach in Bora Bora. 


We had quite an adventure—now it's 
time for you to have some fun. Enjoy 
the game. 


Peter Hirschmann 


Associate Producer 
The Lost World: Jurassic Park for 
PlayStation 


p.s. 


Take a look at the Declaration of 
Independence—John Witherspoon of 
the New Jersey colony was one of ours. 


As you complete each set of levels, you 
will assume the roles of many of the 
characters from The Lost World: Jurassic 
Park motion picture! Here are the 
basics for each playable character 
followed by some general tips. 


o COMFY 


When ` 


play- | f} 9 re اس‎ 
ing ES 35 
as the 


Compy, consider 
its role on the 
evolutionary 
ladder and play 
accordingly. In other words, 

the Compy is not what 

you'd call a bruiser, 

so try to avoid toe-to-toe battles 
when possible. Rather, use your 
considerable speed and agility to 
outfox your opponents and attack 
them in their disadvantaged posi- 
tion. The Compy is very light, can 
fit into many small spots, and 
ducks and rolls over to avoid big 
obstacles. 
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« The Hunter may have the 
45 same moves as Sarah, but 
- you should approach playing 
` the Hunter with a different 
| mentality. The Human Prey 

Í | ^. spends most of her time run- 

3 ning from the T-Rex, while 

the Hunter spends most of his time, 
well, hunting! You'll encounter a lot 
of confrontational situations, so act 
accordingly and approach all obstacles 
aggressively. It's wise to evade now and 
again, but the Hunter 
wasn't designed to be 
passive for very long. 


29 RAPTOR 


The Raptor is perhaps more agile than the 
Compy, and it has the added bonus of 
being extremely vicious. The Raptor is the 
dinosaur equivalent of the Hunter. 
However, remember that wild, uncontrol- 
lable fury doesn’t always translate into 
wild, uncontrollable success. It’s okay to go 
crazy on the humans when attacking 
them, but don't 
navigate through 
the levels with the 
A same kind of reckless 
~ abandon, or you may find your 
. quest over very quickly! 
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The king of the dinosaurs, 
the T-Rex represents the 
top of the evolutionary 
chain in terms of raw, fero- 
cious power. 
However, 
just 
because 
you're 
powerful doesn't make 
you invulnerable. As a 
matter of fact, the T-Rex's 
extreme size makes it a 
huge target, which can 
quickly translate into trou- 
ble when being swarmed 
by several Raptors at once. 
The T-Rex isn’t all that 
agile, either, so bear in 
mind that it won't always 
react as quickly as you do. 
Overall, don’t overestimate 
your prowess when control- 
ling the T-Rex. 
It is formidable, but by 
no means indestructible. 


O PREY 


Sarah spends much of her 
time running away from 
everything! Most of her ææ 
obstacles are fairly diffi- ¥ 
cult to avoid safely, so 
know in advance that 
you're at a disadvan- 
tage before you even 
start moving. Your 
previous experi- - 
ence playing as 

the Hunter will 
certainly come in 
handy as you save the 
day by killing the T-Rex! 


GENERAL 
DINOSAUR TIPS 


Ill Once you have your Instinct fully built up, you 
shouldn't waste any time eating. Having strong 
Instinct is the best way to take on enemies and 
tough spots in a level. The better your Instinct is, the 
more powerful your attack and damage resistance 
are. 

IE If you know that a particularly tough enemy is 
around the bend and you see an Instinct power-up, 

` save it until right before you must face that enemy. 

IN The more fighting you do, the more your Instinct 
power goes up. If there's an enemy you have mas- 
tered attacking, you may want to use it as fodder to 
build up your Instinct for the challenges ahead. 

IN If it looks like a path, try exploring it! You'll find, more 

often than not, that there are power-ups and DNA 

Keys hidden along the side paths in most levels. 


gets 


GENERAL 


HUMAN TIPS 


IE Pitoning everywhere you can is the key to finding 
surprises and goodies. 

I Don’t underestimate the usefulness of your Piton. 

٠ Not only will it get you to hard-to-reach places, but 
you can use it to stay outside the attack range of 
dinosaurs in certain locations. Once you piton to 
most locations, you can hang there indefinitely. This 
can be useful when you just want to relax in safety, 
or when you want to prepare for a difficult series of 
swinging maneuvers. Either way, you’re about as 
sticky as a certain well-known web-slinger with 
this baby. 

E When shooting at Raptors and other medium-sized 
dinosaurs, fire in spurts. You may finish one off faster 
by bombarding it with ammo, but you'll probably 
have used more than you need once you recognize 
that it’s falling down. 

IE When trying to avoid conflicts, try sliding past an 
enemy instead of jumping over it. The Raptors can't 
usually bite you in the air, but you’re more likely to 
land on one than you are to stand up into one after 
sliding. Also, you can count on the distance of your 
slide being constant, whereas your jump may be 
flawed by hitting something in midair or on account 
of your own error. 
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POWER-UPo 
| ui firing t ۱ 
when you really need it. It’s very handy for fending off group attacks! ee are 


ALL CH ARACTERS | * f ^" | à empties out a lot faster than you might think, so fire i in spurts to maximize your 


E offensive capabilities. _ 
L-UP t — 
1  TIME-DELAY GRENADE 
Collecting a 1-Up provides an extra life. [` 


€) “Self-propelled explosive with a short automatic timer. They explode about two 


-coated bullets. Try to save this weapon for the times - 


A, 


-— "d 


| seconds after you fire them, so give yourself plenty of time to run away before 
DNA KEY they blow up. They do bounce off of walls and other obstacles, so don't be surprised 


; 
In order to see the Secret Ending and view the Gallery of Images, you must if one of them comes rolling back at you from time to time! 


collect each hidden DNA Key in every staqe! x x 
a T 7+ NERVE GAS 


There’s one DNA Key per level. If you collect all of them for your current character, 
you'll get a password to view the Image Gallery for that character. If you miss even 
one, you'll be locked out of the Gallery for the character you're currently playing and 
all of those that follow! If you can collect every DNA strand in the game, you'll get to 
view a Secret Sequence starring Jeff Goldblum at the end of the game! 


DINOSAUR CHARACTERS >. | -oo ii 
a" xtremely powerful, high-velocity incendiary ammunition. It usually only takes 
PARTIAL EN STINCT BOOST two to three shots from this baby to disable any dino other than the T-Rex. Use 


your ammo sparingly, though, because you can never have enough of these. 


FLAMETHROWER FUEL 


> Provides a steady stream of fiery napalm. A couple of seconds of flame applied 
to most dinos will cook them in their tracks, so try not to waste an ounce of it if 
you can avoid doing so. 


Creates a fast-acting toxic cloud of deadly BMD-2 gas. When an enemy is on the 
same plane, fire this weapon at a downward angle (press down and toward on 
the D-pad) so that is rolls to and stops underneath the enemy. If you can, back the 
enemy up against a wall, especially flying enemies. This tactic works every time. 


ROCKET-PROPELLED GRENADE 


This power-up adds 25% to your Instinct. 


FULL INSTINCT 


This little goodie gives you full Instinct. 


HUMAN CHARACTERS— ap EMERGENCY RESCUE FLARE 
POWER-U ® AND WE APON ® | x Å / Brightly burning flares useful for distracting large, bipedal carnivores (hint, hint). 


"When the T-Rex focuses on one of these, you can move without fear of 


PARTI AL ا‎ ۲۰۲۲ ۳5 ۲ BOOST being chased—at least for a few seconds. However, other dinos don’t pay any 


attention to it, so don’t think you’re invisible to everything. 


Adds 25% to your Health 


CARNOTAURUS 


BRACHIOSAURUS 


PRONOUNCED: (KAR-nuH-TAW-Rus) 


LEVELS: SLEEPING TITAN 
۲ > 
| f EACH TIME THE CARNOTAURUS COMES 
PRONOUNCED: (BARE- / 
HE TOWARD YOU OR RUNS AT YOU, WAIT 
UH-SUK-us) | Ê | ig 
LEVELS: BENEATH THE SURFACE | E i Mio d سے‎ xx ا‎ 
| E 1 MOVING AWAY d 
PRONOUNCED: (AL-un-SAW-RUS) یس‎ AN uL ; > E خلا‎ 
- اش‎ z y =: ja nih اس‎ Pa , dm B g * | رز‎ 
LEVELS: Dinosaur Lairs ; ۱ و‎ er | E 1 
3 » paj T 1 FROM ITS 
P 1 ! i E d % i " À Š BACK LEG 
AVOID IT AT ALL COSTS! | 
>. | ۱ 3 AND JUMP 
1 | fa Y SWIMMING IN A ZIGZAG THROUGH. You CAN 
۱ مت"‎ ¿A AA 
NW rus To Be ; | P ONLY JUMP THROUGH IF 
Y DER À T ITS FRONT FOOT IS STILL 
» ال‎ PASIL- > x | ١ STEPPING FORWARD. ONCE IT PUTS 
“ j ALLOSAURS : WEIGHT ON THE FRONT FOOT, JUMPING 
1 NER THE OLDER BARYONYX 1 WILL CAUSE YOU TO BOUNCE OFF OF 
. COUSINS OF 1 i ITS LEG. 
T-Rex, SO YOU CAN COUNT ON ^.^ | 3 3 
THEM NOT BEING PUSHOVERS. | 4 PRONOUNCED: (BAYR-rE-ON-IKs) 
TREAT THEM LIKE Triceratops By LEVELS: ENTER CAREFULLY 
x T Í PRONOUNCED: (BRACK- 
GOING FOR THEIR FEET. THEY ARE | i | 
di 4ı BARYONYX IS SOMEWHAT i EE-OH- 
MORE AGILE THAN TRICERATOPS, ۱ SAW-RUS) 
BUT THEIR HEADS ARE NOT PRO- ` ee اہی رر مھ‎ 
x TWO SHOTS AT IT, EVADE BACK A | LEVELS: AISLE OF 
TECTED, SO ANY ATTACK SHOULD ` | 


GIANTS 
WORK AGAINST THEM. JUST WATCH 


OUT BECAUSE THEY HAVE A SUR- 
PRISING ABILITY TO DODGE YOUR 
ATTACKS AND RETALIATE WITH 
SOME DAMAGING BITES OF 

THEIR OWN. 


PRONOUNCED: (pvE-NON-i-kus) 

LEVELS: UNDERGROUND, GEOTHERMAL, INGEN 
COMPLEX, RAPTOR RAVINE, THE BURN 
ZONE, INTO THE FIRE, AFTERMATH, 
FORCE OF NATURE, SULFUR FIELDS, 
DINOSAUR LAIRS, GRAVEYARD 


JUST AVOID THOSE 
BRACHY FEET AND DON’T 
GET STEPPED ON! 


TAKE IT DOWN | 
EASILY. my Y k 


NON-PLAYER PROFILES 


DEINON RAPTORS ARE QUICK THESE LITTLE GUYS ARE VERY NASTY! ١ FACES YOU, AND YOU'LL 


` AND CAN JUMP PRETTY HIGH. THEY HAVE A TENDENCY. TO AUTOMATICALLY FLIP THE ہے ہے‎ 
WATCH FOR IN THE TREES, APPROACH YOU FROM ABOVE OR | EUOPLOCEPHALUS OVER N 
BEHIND ROCKS, AND MOST BELOW, SO YOU'RE NOT LIKELY TO GET | ONTO ITS BACK. THIS 
` IMPORTANTLY, AN EASY, CLEAN SHOT AT THEM. IF | EXPOSES THE 
¿IN PACKS. THEY COME FROM BELOW, HOP OVER | EUOPLOCEPHALUS! ےت‎ | N = ات‎ SSH 
THEM. CONVERSELY, IF THEY TRY TO ACHILLES HEEL: ITS = = 8 
| DIVE-BOMB YOU, ROLL BELOW THEM. BELLY. USE THAT TRADE- 
Td IPAE ء1٤‎ REALLY NO ADVANTAGE TO | MARK JUMP AND CLAW 
= 77 KILLING THEM, AND TRYING TO DO SO ATTACK TO GET IN AS 
JUST MAKES YOU MORE OF A TARGET. : MUCH DAMAGE AS YOU 
۱ CAN BEFORE THE 
EUOPLOCEPHALUS 


RIGHTS ITSELF. WHEN 
THE EUOPLOCEPHALUS 
TURNS ITS TAIL TOWARD 1 7 1 | y 1 B Ë T 5 
YOU, EVADE. REPEAT | 
THIS PATTERN UNTIL THE 
EUOPLOCEPHALUS IS 


PRONOUNCED: (OR-uH-DROM-EE-US) 
LEVELS: HicH RIDGE 


NO MORE. 


THE FASTEST WAY TO DEAL WITH THESE LITTLE 
GUYS IS TO USE THE CoMPv's RuNNING 
LUNGE SNAP CONSISTENTLY, WHICH DEFEATS 
THE ORODROMEUS WITHIN ONE TO 

THREE STRIKES. 


PRONOUNCED: (YOO-on-PLun-SEF-Un-Lus) 
LEVELS: Eve or CHAOS 


PRONOUNCED: (piH-MORF-I-poN) 

LEVELS: CREEK BED, RIVER'S 
EDGE, ARID CANYON, 
HEART OF THE ISLAND, 


RAPTOR RAVINE s A 
4 PRONOUNCED: (LEP-Tun- 
3 SAIR-UH- 
TOPS) 
| _ DON’T LET 
^ Z | 1 LEVELS: HIGH RIDGE, 
7 T. THE EVOPLOCEPHALUS 
a. VIL خی‎ | RAIN FOREST 
Vitti? etl, SIZE INTIMIDATE YOU. THIS 
“< FIGHT IS ACTUALLY HEAVILY IN AT FULL INSINCT, USE A 
2 » YOUR FAVOR. SIMPLY LUNGE "d RUNNING LUNGE SNAP 
p, SNAP AT IT EACH TIME ITS HEAD ATTACK SEVERAL TIMES. 


NON-PLAYER PROFILES 


PACHYCEPHALOSAURUS 


PRONOUNCED: (PACK-in-SEF-un- 


LUH-SAW-RUS) 
LEVELS: ARID CANYON, STA URIK OSA 01 05 
HEART OF THE 
ISLAND, 
PACHYS ALWAYS LEAD WITH PRONOUNCED: (srAw-RIK-un-SAW-RUS) 
THEIR HEADS WHEN THEY’RE NICKNAME: STAURY 
ABOUT TO ATTACK, SO YOU'LL LEVELS: RAIN Forest, CREEK BED 


HAVE PLENTY OF WARNING 
BEFORE ONE OF THEM COMES 
AFTER YOU. DODGING THEM 
ISN'T ALWAYS AS EASY AS Us ہے‎ 
EVADING OR JUMPING OVER 
THEM, SO TRY NOT TO PUT 
YOURSELF IN A POSITION TO BE 
ے‎ ATTACKED UNLESS YOU 
NEED THEM TO 
A BREAK THROUGH 
SOME- 


THESE DINOS ARE A LITTLE TOUGHER 
THAN THE ORODROMEUS, BUT CAN 
ہے‎ BE DEALT 

` WITH EXACTLY 
THE SAME WAY: 
| Use THE Compy’s 
< RUNNING LUNGE SNAP 
۱ 7 CONSISTENTLY, WHICH 

DEFEATS THE STAURIKOSAURUS 

| 7 WITHIN TWO TO FOUR STRIKES. 


THING 
FOR YOU 
(HINT, HINT). 


bs. js 
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AIR-UH-TOPS) 


PRONOUNCED: (rry-SAI 
NTO THE FIRE, SULFUR FIELDS, 


LEVELS: | Li 


PRONOUNCED: (STEG-un- THE TRICERATOPS IS A NASTY LITTLE 


SAW-Rus) SUCKER! YOU CAN'T BITE ITS HEAD 

LEVELS: FORCE OF BECAUSE YOU’LL IMPALE YOUR MOUTH ON 
NATURE, THOSE BIG HORNS. YOU'VE GOT TO GO 
SULFUR AFTER ITS LEGS TO TAKE IT DOWN. BE 
FIELDS, 


3 


' ROTA ah 7 
1 eS G 
wa 7 A 
وق‎ AS 
ہا‎ +. NI i 
ہر دوش‎ ds 


You’LL FIGHT AGAINST 
THIS GUY AS BOTH THE 
T-REx AND THE 
VELOCIRAPTOR, AND 
ITS WEAKNESS IS THE f 
SAME AGAINST BOTH. “| 
IN GENERAL, 4 
STAY AWAY Pe 
FROM IT UNLESS YOU'VE 
GOT A CLEAR SHOT AT ITS 
HEAD. ONCE ۱0 
FINISHED BITING IT, 


` Bj. HIND LEGS TO 


ii 


AVOID YOUR LOW BITES AND WIND UP 


STOMPING ON YOUR HEAD. JUST APPROACH 
| . W WITH CAUTION, AND NAB 


EVADE BACK A FEW A ۱۲ BEFORE IT CAN NAB 
STEPS, WAIT FOR IT |, YOU. 

TO RAMBLE ۱ 

FORWARD <. | i; "i 

AGAIN, AND v | | 

REPEAT. | 1 


NON-PLAYER PROFILES 
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RAPTOR COMPLETE 
و‎ s 
s= s ۲ ۲ 2 ۲ ۲ © © s> T 
5 
. RAPTOR GALLERY ! 
| 
COMPY COMPLETE بے‎ e, 0 
(STARTS HUNTER) ; o A ۱ | 
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COMPY GALLERY ۱ 
دھ>٭٭ سداسدےھےھ‎ © mee ` , 


ee 


۳3 
e 

nd 

À 1 
a 

AN‏ جا 

at 
2 
و‎ 
LE] 
7e anm 


de ] 
á 


7 


y 


A SAUTIDN 


"amne NER. 


Mx; 
a 


WARNING 


“< 


aM; "3 EA E 


AAA 


کے تو 

1 2 ix a E 
$ % 

مو وت کے i‏ ب سس - := l‏ 


Wiser Se me E Ke بت‎ 
| 
| 
1 
la 
8 
7 
^ * 
- IE” i 
E Y 
۰ 
== و"‎ 
۳ wi 


> WARNIN 


TE 


Es 


^t 


A 
š 


ecc at pn A و زو مب‎ EM سی‎ Mes d 


= 
w 


i: 
° 
’ 


—— - —- 


+ 


N 0 


THE HUNTER 18 ARMED TO THE TEETH AND, WITH THE HELP OF 
HIS PITON, ABLE TO SWING AND LEAP JUST ABOUT ANYWHERE 
HE WANTS TO EXPLORE. 


OFFENSIVE MOVES 


HUNTER NOVES 


Move CONTROLLER 
COMMAND 
Duck and Shoot Down + (Bi) 
DEFENSIVE IMOVES p^r cw 2 1- 
Move CONTROLLER Jump (X) an 
COMMAND Piton Left/Right Toward + (0) ENTER 
Duck Down Shoot | (B) 
Evade (A) Switch Weapons (R2 and L2) CAREFU LLY 
cd A t THAT BARONY IM THE BACKGROUND 15 JUST MILLING AROUND AT THE 
Piton Swing E dy | SPIKES AND MOMENT, BUT IF YOU DON'T GET MOVING QUICKLY, ۶۶۷ 
ging (pressing ad GENERAL SECRETS YOUR Mil. 
olding the X), press | 
left and right on the HU NTER TIPS E 2 A 
D-pad to get a swing- i > <= < F b 
ing motion going. See Human Tips, page 11. WARNING 
Lower/Raise Self Already hanging 
on Piton (pressing and holding EMI 2 a = ات‎ Hurry up and jump over the spikes to you 
the X), press up and Nao = == right, and piton the rock outcropping above 
down on the D-pad. | كم‎ ۱ you to swing into the Rapid Fire Tracer 


Ammo power-up. Run a little to the right and 
piton the ceiling just above the spike pit to 
swing across and grab the Rocket Powered 
Grenades. 


1-UP 


A little = = 

further to ` > وھ‎ ۳۹ 
the right, = 
take the 

branching : 
path نو ء‎ 

upward — y 
and col- 
lect the 1-Up hidden behind the 
rock. Hop over the Baryonyx at the 
end of the path, and piton up and 
to the right to clear the next rock 
hurdle. 


a g 


THRILLS AND 
SPILLS 


Blow past the next background 
Baryonyx and cruise across the 
water. Take the next branching 
path upward (press R1) and take 
out the Baryonyx ahead with a few 
grenades. When he’s gone, grab 
another Rocket Powered Grenade 
power-up and return to the main 
path. Carefully piton the middle 
spike above you and swing over to 
the ledge to the right. 


Roll into the narrow passage ahead 

of you, col- 
28 lecting 
T more 

Rapid Fire 
Tracer 

T 0 Ammo as 

ae = you go, and 

keep rolling 

until you can stand up again. To 

cross the narrow puddle here, 

piton the middle spike and swing 


across to the next ledge. Again, roll 
into the narrow passage ahead, this 
time collecting a Partial Health 
Boost as you go. 


IMPENDING 
IMPALING 


Upon exit- | 

ing the 3 =® 
narrow | 

passage, — 

you'll find EE se E 
yourself تم‎ 

on an 

unob- 7 = 
structed path, at least for a few sec- 
onds. You should immediately take 
out the Baryonyx you stumble across. 


At this point, you have the choice of taking a branching path 
| i upward or following the current path straight across to the 


۶ ۱ Baryonyx. if you followed the straight path, backtrack a little 
hit to a small, isolated stone platform. 


1-UP 
e | < وه‎ 


.١ The platform above you holds a 1- 8g and there are more 
' Rocket Powered Grenades a little further to the right. 


CAUTION: It's fairly dangerous to swing on the spikes here, so 
take the safe route if you have the patience. 


To grab the 1-up, swing back and 
forth repeatedly on the small plat- 
form, release as you reach the apex of 
your swing, and angle back toward 
the platform to land on it. To grab 
the Grenades safely, run to the right 


until you see the next 
narrow passage, piton 
that wall, and swing back 
to the left. 
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With your new goodies 
in hand, roll through the 
narrow passage to your 
right, keeping an eye out 
for the end. 


th, 


CAUTION: There is a Baryonyx just out- 
side of the passage, so wait for it to 
approach and blast it with bullets from your 
safe shelter 


When you can stand 
again, line yourself up 
next to the end of the 
narrow passage and 
piton up. Take up the 
slack in your line, and 
swing across to the right 
to land on a wide plat- 
form and capture the 


DNA Key. If you want to 


go after the 1-Up, piton 
across the ceiling to its 
far right edge, and swing 
across as far as possible 
to nab it. Otherwise, just 
drop down and head to 
the right, knocking off a 
couple of Baryonyx on 
your way. 
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CAUTION: At the end of the next platform, 
^3 you'll find a Baryonyx just waiting to greet 

you. Foil his plans by jumping over his head 

and pitoning the outcropping just beyond him. 


Keep going across the next 
two outcroppings, being sure to delay for just 
a moment on the third because of the spikes. 


When you've 


pitoned your fourth |" — g9 
outcropping, take 2 > 
break and wait to ۱ TT un 
stop swinging. Face dE É 


to the left, swing - EN 
out, and as you 

reach the apex of 

your swing, release and immediately piton 
directly upward to nail the ceiling in the alcove 
above. Eliminate the slack in your line to grab 
the Rocket Propelled Grenades. Then, loosen 
the line back up and swing to the right to land 
on the next platform. Carefully piton the left 
spike in the ceiling above you, and swing 
across to the exit. 


GYMNASTICS PRACTICE 


Yo appear just to the right of a cave entrance, but you must have left some: 
| | thing behind since there's a pack of Merve Gas in there. 


Grab the Nerve Gas and run to the right until 
you see a ledge in front of you. Piton up to the 
rock outcropping above you. Then swing to 


n 


Je 


the left, and immediately piton the 
next outcropping in order to swing 
to the small platform against the 
left side of the screen. Grab the 
Rapid Fire Tracer Ammo, and 
make your way back to the ledge. 


FLYING THINGIES 

AND OTHER 

HAZARDS | 
If you can see a Pachycephalosaurus 
(or Pachy, for short) standing on 
the ledge, now's the time to ME it 
down. Once _ n a 
it’s out of 
commission, 
piton back Py. 
up to the / 7 ہے‎ 
rock out- Be. — 
cropping sites 
and swing = = 
across to the right. As you begin to 
make your way downhill, you'll be 
approached by a Dimorphodon 
and another Pachy. Ignore the 
Dimorphodon and quickly blast 
past the Pachy. 


Take a cou- 
ple of steps 
and toss a 
Nerve Gas 
canister 
ahead of 
you. As you 
pass the 
falling Pachy, give yourself a pat on 
the back and keep running. 


You uL BE DIVE-BOMBED 71 
ANY SECOND HOW, SO SLIDE FORWARD TO AVOID IT 
AND KEEP RUNNING. 


کے 


AMMO AND A 1-UP 


= =, | When you 
1 °2 come to the 
- . | ledge with 
PCS < | the gap 
ve ¡below it, 
i AE | . jump up onto 
ES = the ledge and 
take out the 
M iiis for you. Run off the 
right edge of this platform to land on 
another one holding a 1-Up. From 
here, jump to the right and piton the 
next ledge to swing across and grab 
more Rapid Fire Tracer Ammo. 


Swing back across to the small plat- 
form, run off its left edge, and slide 
under the gap to get back to the 


ledge. 


CAUTION: You'd better hurry, because another Dimorphodon might 
he bringing up the rear. 


MORE ACROBATICS 


When you return to the right edge of 
the ledge, jump to the right, piton 
the rock outcropping, and swing 
slightly to the right to land on anoth- 
er platform. Run off the right edge of 


ue 


- > = 79 


the platform, and as you 
fall, piton the bottom of 
the next platform. Swing 
back to the left to collect 
more Rocket Propelled 
Grenades and a Full 
Health power-up. Run 
off the right edge of the 
platform, and blast the 
Pachy obstructing your 
path. 


` TWO STOOGES 
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E 
As SOON AS YOU PASS THE 
7“ 
0,۳۰ 
ROUNDED BY A COUPLE OF 
00 
STANDING AROUND AND 
GETTING SANDWICHED, 
JUMP UP AND PITON THE 
ROGI PILLAR. 


ES 


Swing to the right to 
piton another rock pillar, 
then swing back to land 
on the first pillar and col- 
lect more Rapid Fire 


Tracer Ammo. Jump back to the right, piton 
the rock pillar, and swing across to piton 
another. As if this wasn't enough, there's one 
more pillar to your right, so keep swinging and 
piton it before you fall to the Pachys waiting 
below. 


Keep swinging back and forth to gain momen- 
tum. Then release the piton at the peak of 
your swing and angle back to land on the plat- 
form. Grab the 1-up. From here, jump to the 
right and collect the Rocket Propelled 
Grenades on the next platform. 


TRICKY DNA KEY 


— Run to the right and 

® follow the curving path 
to grab a Full Health 
power-up. On your way 
back, drop the Pachys 
that stand in your way. 
Follow the path up the 
incline, and as you near 
the top, piton the rock outcropping above you. 
Swing to the right to land on a platform. Then, 
piton up again and swing further to the right 
to land on another platform. 


Getting the BRA here is = 


not easy, so skip to The" وہ‎ 
Great Eyressityu'd = | se 
tatter just move ahead. 7 | "ju 


Drop off the right -.-— مت‎ 
edge of this plat- x. 
form and piton the 
bottom of the 
small platform to your right. Swing to the 
right, piton the bottom of the next platform, 
and swing across to a small platform with the 
DNA and a 1-Up. Swing back across the plat- 
forms to your left to return to the small plat- 
form. 


THE GREAT EGRE 


SS 
From the 7 = 
small plat- ^" 
form, jump | 
to the — alla | 
right. Then = -- 
piton the = 
rock out- | a 
cropping یت‎ dm 


above you, swing to the platform 
to your right, and run to the top of 
the incline. Blast the Pachy in front 
of you, and jump over the spike pit 
to the right in order to reach the 
exit. 


2.3: HEART OF 
THE ISLAND 


DIMORPHODONS 


REVISITED 


ie first thing youll encounter in this level is another one 
) ١٣705 


Once you've shot the 
Dimorphodon out of the sky, get 
ready to jump across the spike pit 
to your right. As you reach the 
middle of 
- the pit, 
piton 
., upward to 
= grab the 
== outcrop- 
..-= ping above 


Mtn یں‎ x 


— you. 


Continue 
to swing 
to the 
right, 
immedi- 
ately piton 
the next 
rock out- 
cropping, and swing as far to the 
right as possible to grab the Nerve 
Gas power-up. As soon as you land, 
follow the upward (branching) path 
and grab more Rapid Fire Tracer 
Ammo. 


From here, toss out a Nerve Gas canister to disable any 
- dinas in your way. Be careful though, because they can 
follow you. 


DNA KEY, 
1-UP, AND ONE HECK 
OF A SHORTCUT 


š "| Back on the 

°2@ main path, 
aim up to the 
platform to 
your right and 
take care of 
the Pachy 
waiting up 
there for you. Piton upward and 
swing across to the platform to the 
right. 


(Me 


It may not look like there's anything in that passage in the 
background, but you'll he pleasantly surprised if you 
Cheek it out. 


There’s a hole in the ground here, so 
jump over it and piton the roof above 
you. Lower yourself down to the plat- 
form below, and collect the 1-Up and 
DNA Key here. Follow this path to 
the right and keep going until you 
can see yourself again. 


SHY 
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۱۷ 
EMERGE, YOU LL BE 
ACCOSTED BY ANOTHER 
tna pti. 


Wait in the cave for the 
Dimorphodon to either 
pass by or pursue you in 
the cave, because he'll 
knock you back into a 
group of spikes if he hits 
you on the main path. 


There are a few cool power-ups around 
here, hut you're better off ignoring 
them unless you really need more 
ammo. 


Instead of going after 
the power-ups, fall off of 
the right edge of the 
platform and piton the 
bottom of the small plat- 
form. 


1-۳ 


Lower yourself down a bit, and swing to the 
left to grab the 1-Up. From here, jump to the 
small platform to the right. Then jump to the 
next platform to your right, ready to snipe at 
the Dimorphodon in midair. 


EXTREME 
DANGER 


Jump across the spike 
pit to your right, and 
piton the rock outcrop- 
ping in the middle to 
swing across it safely. 


You WILL HOW BE SWARMED FROM ALL SIDES BY SEVERAL PAGHYS AND 
IDIMORPHODONS, $0 LOAD UP YOUR GRENADES AMD KEEP BLASTING UNTIL 
THEY RE ALL VERY STILL. 


To reward yourself for your efforts, run back to 


the left and follow the branching path upward 
to the well-hidden Full Health power-up. 


Return to the main 
oO path, and carefully step 

to the right until you 
see the end of the path 
and a couple of rock 
outcroppings. Jump to 

i the right, and piton 

à. your way across both 

outcroppings to the next platform. 


If you're feeling REALLY brave, you can try to collect the Flamethrewer on 
l top of the second outeropping, but you're more than likely to fall to your death 
— if you miss. 


BEGINNING OF THE END 


As soon as you land on the platform, run 
ahead a few steps, turn around, and blast the 
Pachy that rushes out to visit you. Follow the 


— 


E | path lead- 
| - ing up to 
| grab the 
"S Nerve Gas 
| power-up. 
Then 
return to 
the main 
path and jump off the far right 
edge to the small platform on top 
of the rock pillar. 


CAUTION: There is another Dimorphodon in this area, so stay 
on your toes. 


ANOTHER 1-UP 


Jump = 

down to - B® 
the next 3 
plat- < n و‎ j 
form, DE 4 

jump to í Y ë 
the 3 ^ 


right, and piton the bottom of the 
next rock pillar platform. Swing to 
the right, piton the next platform, 
and swing back to the left to grab 
the 1-Up. 


۱ You probably won't land on the platform, but you can re- 
piton to it before you fall back down. 


It is definitely tg your advantage to stay up here, but 
if you do fall, just unload a lot of ammo to take care 
of the oncoming dinos. 


THE u 
END 


HUNTER 


taking the x 


It's difficult 
to say 
which is 
better— 


damage from falling off the top of 
the highest pillar and landing in front 
of some dinos, or heading back down 
the safe way to fight past them. 


-Since you're not likely to he chased by the dinos behind 
you, it's probably better (but slower) to head back down 
and fight through them. 


When you get to the next set of rock 
pillars, you'll be right next to the exit. 
However, it's not nearly as simple to 
get to the exit platform as you might 
think. Piton the second rock pillar, but 
don't try swinging to the right since 
you can't make it (trust us). Instead, 
swing to the left and piton the bot- 
tom of the other rock pillar. From 
here, swing back to the right and 
land on top of the rock pillar. Finally, 
jump to the right to leave the level. 
Now relax for a few! 


2.4: 
UNDERGROUND 


RAPTORVILLE 


As you run to the right, get ready to 
face a couple of nasty Raptors. 


Rather than shooting down at them, jump over both of 
them and then turn and fire. 


When you're done, jump 
to the right and piton 
upward to swing over to 
the Rapid Fire Tracer 
Ammo. Drop off the left 
side of this ledge, but 
turn around and piton 
the bottom of it. 


27@ 


Lower yourself down and 
immediately blast the 
Raptor waiting for you. 
Blow up the nearby 
boxes, and make sure to 
avoid the explosives that 
pop out. Run a little fur- 
ther to the right, and 
take out the Raptor on 
the platform above and 
to your right. Blow up 
the box below the plat- 
form, and roll across to 
pick up the Partial 
Health Boost. 


TRICKY 
TACTICS 
r w £ AR 


Piton upward and swing 
to the right to reach the 
platform above you. 
Jump across the gap in 
the platforms and piton 
the rock suspended 


above you to swing over to the next rock plat- 
form. Blow up the boxes, but make sure not to 
get blasted by the bombs that pop out. 


= Run off the right edge 

- | °2© of the platform, then 

I crawl into the gap to 
the left and immedi- 
ately piton directly 
upward. Lower yourself 

& “down all the way, and 

۱ === swing all the way to 

the right to land on the small platform against 

the right wall. This will start the suspended 

rock moving. 


DANGEROUS 
DNA AND 
MORE 
The DNA is just below 
the small platform 
you're standing on, but 


getting it safely is not 
an easy task. 


) ۱۱ rather not try for the DNA, just piton the suspended rock now. 


+ We. 
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Otherwise, turn on the rock mover, drop off 
“the left edge of the platform and quickly turn 
around and piton the bottom of it. Wait for 
the suspended rock to move past the left edge 
of the platform, then swing to the left and 
piton its bottom. Lower yourself down to grab 
the Rocket Powered Grenades, but don't get 
greedy and go after the 1-Up just yet. Keep 
hanging, and you'll eventually be carried right 
into it. As the rock carries you even with a plat- 
form to your right, swing across to it and then 
piton the next suspended rock above you. 


HUNTER 


MORE RAPTOR 
MAS ART 


Remain | 

suspend- " 249) 
ed from 

the rock 

until it : + E 
carries -A 

you over a w ہی‎ 
Raptor. 

Let go of the rock, fall down, and 
put the Raptor to sleep. Grab the 
Nerve Gas to your left, then run to 
the right and try to launch a canis- 
ter up to the platform above and 
to your right. If you're successful, a 
limp Raptor body will slide down 
the cliff. If not, you'll probably end 
up with Raptor on your face. If that 
happens, follow the path to the 
left, past the next Raptor, and turn 
around to finish them both off. 
Jump onto the box to your left, 
then turn around and jump to the 
platform to your right. 


PITON-O-RAMA 


17j Roll 

e aO through. 
۱ the narrow 
passage to 
pr grab some 
à ^ Rapid Fire 

Tracer 
— Ammo, 
and then take out both of the 
Raptors in front of and behind you. 


There are two Partial Health Beasts above you 
۱ here, so piton the rock auteroppings and swing up to gral 
- them. 


When you're ready, run to the right 
and blast the charging Raptor. 


Piton the 

suspended 

rock above | 

you, and © x = 
swing to ` £ 
ee 
formto 
the left to 
trigger the rock mover ‘quite. Fall 
back down to the right, and piton up 


_to grab the rock before it moves away. 


There are some hard-to-reach power-ups to your left, so if 
you'd rather skip them, ignore this next part and keep hanging 
onto the rock. 


1-UP THE HARD WAY 


If you want to 
223 get a couple 


: of nifty 
e power-ups, 
= ge 3 face to the 
ei left and wait 


for the rock 

to get level 
with the platform. Swing to the left, 
and piton the bottom of the platform 
to swing over to the small platform 
with two boxes. Blow up the boxes to 
reveal a 1-Up and some Rocket 
Propelled Grenades. Now, turn 
around, piton the bottom of the plat- 
form, and land on the extremely nar- 
row ledge containing the Time-Delay 
Grenades. Blast the Raptor to your 
right just to be safe (or malicious), 
and wait for the rock to come back. 
Piton upward to get back onto it. 


EXIT SWEET EXIT 


Continue to hang from the suspended 
rock until you see another suspended 
rock moving around. Instead of chas- 
ing a death wish, swing back and forth 
to build up momentum. Then swing to 
the right just as the suspended rock 


3 a ۱ 20() | 


you're attached to begins 
to move back to the left. 
As you breeze past the 
Raptor above you, feel 
good knowing that it 
most likely sprang to its 
demise in its vain 
attempt to impale you. 
Run to the exit 
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` GRAVITY 101 


Immediately sneak over a 
few steps to the right 
and fire a grenade 
upward to blast the 
Raptor on the platform 
above you. If you miss, 
don’t sweat it because 
your grenade won't land 


on your head—fortunate- © 


ly for you, what goes up 
doesn't always come 
down in The Lost World! 
Shoot open the box to 
your right, avoiding the 
bombs that pop out, and 
move up to the right 
until you're directly 
below the suspended 
rock. 


 TRAPEZE 


AERIAL MANEUVERS 
Piton upward to grab 


3 > ES. O the rock, and swing to 
> e the left to hit the 

= — ` uo Switch to start the rock 

E ار‎ is ow moving. Jump back to 


the right and piton the 

< rock. Remain on it until 
— you see the end of the 
track above you and another suspended rock 
moving toward you. Swing forward slightly 
and piton upward to nail the next rock. Then 
remain suspended until you see a small plat- 
form to your right. Swing over to it. Then 
shoot the Raptor waiting on the next platform 
before jumping over to it. 


ACT LF ۱ vo... 
Ignore the Rapid 
Fire Tracer Ammo E 
for now and hop to * E 
the right, pitoning y 
the rock outcrop- 
ping above the 
next platform. Swing back to the left, and 
piton the bottom of the small platform with a 
1-Up on it, swinging into the Rapid Fire 
Tracer Ammo as you go. It is best to use no 
slack at this point. Swing back and forth a few 
times to build up momentum. Then swing in 
either direction and piton upward to latch into 
the ceiling. Swing over to grab the 1-Up, then 
pion the bottom of the platform and lower 

= == yourself back down. 


Return to the plat-‏ | ہے 
form to your right‏ . وق رت بش کہا 
(Ea and piton your way‏ یک 
g across the ceiling until‏ لے کپ 
you can’t go any‏ جر یم 
Bu: further.‏ 


.. M you need the Partial Health Baest, piton just above it and lower your- 
D- TIT) 


| 0 


السا 


CEILING CRAWL 


Once you‏ نت 
reach the‏ @° 
right wall,‏ = 
E drop down‏ 
to the plat-‏ 
form and‏ 
eliminate‏ 
the Raptor‏ 
before it eliminates you. Stand in‏ 
front of the switch to start in‏ 
motion a suspended rock below‏ 
you. Carefully step off the left edge‏ 
of this platform and piton it to‏ 
escape falling to your doom. When‏ 
the suspended rock finally comes‏ 
back around, fall straight down and‏ 
immediately piton upward to‏ 
remain suspended and in motion.‏ 


ADVANCED 
ACROBATICS 
Lower your- E 
self and start e Sa = 


swinging to- 


and-fro to j 
collect the 1- F 

Up just out 

of range to 2 m 
your right. Py 


Raise yourself back up, swing to the 
right, and piton the ceiling. Lower 
yourself as far as possible, swing to 
the right, piton the ceiling, and 
continue this until you see a Raptor 
on a ledge. Keep swinging back 
and forth to lure it into jumping off 
of the platform. Then lower your- 
self down to safely grab the 
Rocket Powered Grenades. Swing 


onto the platform and blow up the 
boxes, releasing some bombs and a 
set of Time-Delay Grenades. 


PRECARIOUS PATH 


Jump to the 
f° right, piton 
the ceiling, 
and keep 
; swinging back 
AS and forth to 
= build up a ton 
of momen- 


tum. When you read the peak of‏ ظ 


your swing to the right, release your 
piton and land on the highest plat- 
form to your right. Patiently wait for 
the nearby Raptor to move on. Or, if 
you just can’t resist, blast it with a 
grenade or two to put it our of your 
misery. Blast open the box on this 
platform to reveal some Rocket 
Propelled Grenades. Then fall down 
to the next platform and destroy 
those boxes as well to expose a 
Partial Health Boost and a couple of 
unfriendly bombs. 


PITON MADNESS 


Fall down 
to the 
next plat- 
form, and =~ ۱ 
run off its — = 
left edge. 7 
As you 
begin to 
fall, immediately piton the platform 
above you, lower yourself down, and 
swing to the small platform to the 
right. As soon as the switch here is 
activated, piton the bottom of the 
platform just above the tiny platform 
and wait for the recently activated 
rock mover to come along. 
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Piton the bottom of the 
rock, and swing from 
side to side to collect the 
1-Up to your left. Swing 
on over to the platform 
to your right, and drop 
the Raptor before it has 
a chance to gnaw on 
you. 


THE 
DANGER ZONE 


uw ۴١ 


This next series of actions takes place 
p pretty quickly, so read ahead 
before acting. 


Drop off the right side of 
the platform, piton the 
suspended rock, and 
swing over to the plat- 
form with the switch to 
start the next suspended 
rock in motion. Drop off 
the right edge of the 
platform, piton its bot- 
tom, and wait for the 
suspended rock to come 
along. When it does, 
release the platform, 
piton the rock, and ride 
it to the small platform 
with two boxes. Destroy 
the boxes, and two sets 
of bombs will pop out in 
both directions. This may 
seem dangerous, but it 
has the added bonus of 
taking out the Raptor to 
your right. 


DNA KEY, 
1-UP, AND , ` = 
A QUICK x 
EXIT > 
Although there's a little dar: = 4 
ger in this eseape route, pra 
( grab the DMA a 1- > 
” Up, and have a direct route = 
to the exit, 80 it's definitely 


worth the risk any way you eut it. 


Piton the bottom of the platform to your right, 
and swing back and forth several times to 
build up some considerable momentum. Let go 
of the piton at just the right moment to get 
maximum height, and piton directly upward 
and to the left to latch onto a particularly high 
platform. When you reach it, swing to the top 
of the platform to your right, and follow the 
path to the exit. Collect the DNA Key and a 1- 
Up on your way out. 


2.6: INGEN 
COMPLEX . 


DNA KEY AND DEADLY 


PING PONG , 


The final BNA strand in the L 
Hunter levels in right at the Er i ٣ 
beginning, so dont get trigger | > 

happy and shoot up the boxes on —" AE 
either side of you just yet. i 


0 


Instead, use the box SR; =s 
on your right as a 

stepping stone to reach the DNA strand above 
the boxes to your left. Once you've gotten it, 
blow up the boxes to your left, grab the 
Rocket Powered Grenades, and get ready to 
avoid a complex series of explosions. 


O ° 


platform to break open 
the box and collect the 
1-Up inside. Jump back 
over to the right, elimi- 
nating any other Raptors 
in front of you, and run 
into the elevator to 


the right. Quickly blast the Raptors 
surrounding you, and run to the right 
and shoot the boxes to collect a 
Partial Health Boost. 


TAKE THE LOW ROAD 


THE BOMBS THAT POP OUT OF THE BUX TO YOUR Blast the next escape the Raptor's rage! | 
E `= 04 و‎ 
LEFT WII. BLOW UP THE BOK TO YOUR RUIT, a . بے‎ few Raptors x 
AND THOSE BOMBS WILL TAG YOU UNLESS VOU = you 
encounter 


QUICKLY RUN TO THE BIGHT TO AVOID THEM, : 
and jump up 


| onto the 
small plat- 


form ahead. 


RAPTOR RAMPAGE Run below the next couple of plat- | @ 
forms, blasting the box below the = 
1 = Advance first one. Make sure to avoid the E i 
niu d bombs that pop out. EB ۱ 
turn There's another Partial Health Beast below the sec- . PASSWORD 
=” E around a ond platform, so make sure to grab it if you're in need. 
- _ few steps A A EN ONE O DC EN NN ® €» x m 
^" ahead to Roll below er A 
- œ eliminate the next SS 
the Raptor giving chase. Run a lit- two plat- | GALLERY | : 
tle further to the right, and do the forms to PASSWORD 
same to the next Raptor that yeursgh ^ = TETE ۱ 
stands in your way. Hop onto the stopping = O nm m um 
short platform ahead, and jump to take out < un = 
across to the high platform to the the ——— 
right. Blast open the box here to Raptors that get in your way. Blow up 
reveal a Rapid Fire Tracer Ammo the boxes below the second platform 
power-up. to reveal a couple of Flamethrower 
power-ups, and roll on ahead to col- 
Keep =. = = lect them and stand up again. 
running = , Sr : 
E Ea FLAME ON! 
roll ë< à Roast a cou- 
under Be» 9 ?*2 ple of Raptors 
the s on your way 
next "Dia to the right, 
platform, shoot open the box, and == | and run 
collect the Rocket Propelled Hie: à below the 
Grenades. Now, roll back out to next plat- 
form. Take 


out the rest of the Raptors bugging 


SS [HUNTER 8 


سے — 


082 


z 


g: 
id 


۳۹ 


| +۶ um c xem A m 


MEO EAE Eater + 


= - > > TES w ہوا روش ا و ای کر‎ A ET Pe و ی‎ ee ا‎ = = ° 
MS سج نع‎ a Do _ -et ہر ہیں ہو زوس‎ a ہر اہ وش ہے ےہ‎ a ماش یہ‎ ES یں کیہ‎ LED AE Yet ee ES ۱ : da "es š ری‎ RA LA BET ALE WOMAN eal PRI کت کیہ متا میٹ کر ینید‎ c agama q - a 
SEA KNEE جا ا ہہ‎ sonal TER RE EEE RET EEE EE EN OT سنك‎ : 6 ^ k RN حو ا‎ 


Tuas 15 YOUR CHANCE TO BECOME THE از‎ 
ANYTMING THAT GETS IN YOUR WAY IS H 


EN 
Se UMP, 


oe‏ ہہیا ہیں 
mr TUE ۱ ۵‏ 
x | E‏ 2 
z ü ü n‏ 


0 DINNER OF 


A PLAY 1۸۱ ۲۶ 6000 TO BE THE KING! + 


EES CEN 


xdi AUR کی‎ 


AR 


T-REX MOVES 
DEFENSIVE MOVES 


T-REX TIPS 


Move CONTROLLER 
COMMAND 
Duck noun 1 To move forward safely, press and hold 
Evade (A) toward plus Square to constantly snap 
and lunge forward with your jaws. Once 5 
OFFENSIVE MOVES you have a dino in your mouth, make sure 4.1- 
Move CONTROLLER to tap the X Button in order to eat it; this AFTERM ATH 
COMMAND is much faster than shaking and dropping | | 
Low Attack Down + (9), it. Plus, this method increases your health. This is the first of six levels burning sulfur. In other words, be careful! If 


Grab Attack 


x the Tyrannosaur, you have 

(X) to eat defense! ١ zm iu you. 
Head Butt Toward + (A) | the ability to jump, bite, BURNING EMBER 
jump (X) Enemies generally come from only one side Hus ee through ohi —— 
Lunging Snap (0) when you're on a curving path. Find a | cles like small fallen trees. y | To 
Running 1 spot near one of these paths and stop, However, don't be fooled am 
mar ius dd he 7 a 2 facing the one direction from which the ۱ into thinking you're invin- d *. 
Snap 3 P (m) | gud vds ar | appr ee oer a | cible. You will be bom- Bee A 
Slam Human (Bi) to pick human up, keep edino aail, ue ba eb lo UN 1 barded by heavy artillery, ۱ | 

M to slam health and full Instinct. E ۰۰۳ by vicious £*. 
Toss Human (B) to pick human up, N Velociraptors, and plagued PT, 

(H) or (0) to toss by harmful patches of | 
Upward Snap Up + (A, 8 or 0) : 
Roar Ê 


(H) to pick food up, 
(X) to eat 
(B) to pick food up, 


(R2) 


Best of all, doing this quickly builds up 
your Instinct, giving you more powerful 
and accurate attacks and a stronger 


that you, the king of all 
lizards, must conquer. As 


you play sloppy, you'll pay dearly. 


You start out in this area to the right of some burning 
| embers. There isn't anything beyond it, so don't even both- 
er to look. 


Get rolling by jumping over the 
sburning embers to your right, and 
then force your way through the 
fallen tree. Take the path leading 
downward, head butt through the 
next fallen tree, and immediately 


2 


CAUTION: Those Raptors in the background can't hurt you, but they 
are an indication of what you'll soon be facing. 


Jump over the burning embers and 
prepare for some serious carnage! 
You'll be facing a constant barrage of 
Tyranno-seeking Raptors, so keep 
moving forward when possible. You 
don’t want to get caught between 
two of them, and doing a lot of pivot- 
ing will make you a bigger target 
than you already are. 


YOU MAY ENGOUNTER A 
RAPTOR JUST AFTER YOU 
BREAK THROUGH THE TREE, 
SD BE READY. ALSO, AS 
SOON AS YOU JUMP OVER 
THE BURNING EMBERS TU 

YOUR RIGHT, A SMALL 
ARMY OF RAPTORS WILL 

SWARM YOU. 


Keep biting at the 
Raptors until they're all 


Pit 2—Run across‏ 1 ےا 
de and smash through‏ 
b^ 5.‏ 
the fallen tree.‏ ` 
= 

EBEN “HU 4B : ; 
L TE T P Pit 3—Jump over it. 

X so 


jump over the next patch of burn- As soon aS ı : 517 NER AR incapacitated, and con- 
ing embers. you cross TE” M nit tinue to ramble to the ۰ TO WEI A 
the next right. You'll soon come Ip Wm Pit 4—Run across it. 

Asyoucon سج‎ Su 18۲7۲ TER patch of e . to a series of tightly 

tinue on, aN p» burning spaced burning embers, -— 

you should | 5 embers, ۲ so this is where things 

encounter a —X— E you'll be really get interesting. 

couple of - assaulted Not only are the burin- 

Raptors, so by several Raptors. Do whatever it ing embers close 

take them takes to fight them off, and continue together, but some of 

out as to the right. You should now see a them are bordered by ۳ ااا‎ d ۲۱ 

quickly as possible and move on. branching path and a fallen tree just fallen trees that you A LEM, , Pit 5—Jump over it. 

Jump over the next patch of burn- beyond it. must eliminate to con- Ši 

ing embers and grab the 1-Up, | x tinue your advance. 

ready to strike at the next Raptor ) The BHA Key is located to your right on the main path past 

you see. Turn back around and the fallen tree, but if you'd rather not take the risk, you can There is some advan- 

return to the branching intersec- ۳ iis OU tage in not jumping 

tion, eliminating any Raptors that over every burning 

get in your way. DNA embers. However, deter- — = - 
RAPTOR KEY j اب‎ ct car = ‘roman ۷٣ 4 Pit 6—Run across it 
ATTA cK If you're a here's a pit-by-pit break- P a A جح‎ an 

brave ۳۳۳۳ a down of what do: =. 
Once you're straightened out on ۳9 ےم‎ 
; ' go after 2 
the main path, head directly to the the DNA 


right. A i Key, burst « | SE 
BEE | B: through the fallen tree and get ready = z 
for a bruising battle. 


Pit 1—Jump over it. 


oe Ne M یں‎ WS SE AEE ا ا وسو‎ AN 


— o 


` = 7 
A 


Pit ے7‎ 
Jump 
e across 

| it. 


Somehow, 
a stray 
Raptor has 
found a 
way to fol- 
low you 
here, so turn around and make a 
snack of it. To grab the DNA, stand 
up tall by pressing Up on the D-pad 
and press any attack button. Now, 
jump back across all of the burning 
embers. You may encounter a few 
Raptors on your way back to the 
branching path, so take the time to 
build up your strength. 


When ra EN! 
you | 
reach 
the 


ing path, ^ 

follow it 

down, : 
collecting the Full Instinct power- 
up as you go. 


You may think that the Full Instinct power-up would have 

h come in handy during your quest for the DNA, hut you'll 
soon see why it's better that you saved it for your run to 
the exit. 


branch- „= x L 


ALMOST CLEAR 


pp With your 


W ۶ 8 
| ; Instinct gauge 


& -— at full 


5 strength, 
muscling your 
` way to the 
exit is going 
to be a lot 
easier than it would be without it. 


Remember you take less damage running across burning 
embers when your Instinct gauge is full. 


There is a somewhat long stretch of 
empty path to traverse here, but 
you'll soon spy a Raptor or two com- 
ing your way. Eliminate or dodge 
them, and jump over the sulfur patch 
to your right. This is where things 
really start to get hairy, so don't lose 
your head now! 


IN THE CLEAR 


Bash your 
way 
through 
the fallen = £ 

tree to 

your right, 

and imme- 

diately 

clear the next burning embers. 


am y ۲ 


If you jump just 
` right, you may 


jump over the 
next Raptors and 
= avoid their 


attacks. Either 

way, turn around 

and take them 

out. You don't 
want to spend too much time fight- 
ing the Raptors behind you since 
you're so close to the end of the level. 
However, if you don't, they may come 
back to haunt you if you get stuck 
fighting another Raptor in front of 
you. 
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Sy 
چا‎ 
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All that’s left now is to 
clear the next two burn- 
ing ember to your right. 


A 


CAUTION: Be careful when attacking Raptors 
that are on a slope below you, because you 
may go right over their heads and take a 
beating in return. 


Once you clear the last 
pit, you're home free! 


4.2: FORCE 
OF NATURE 


MORE 
BURNING 
EMBER PITS 


LEES T پت‎ = = * 
THEI! 18 1 6 

E Es Y 1 ë. $ 7 
= E os 


FIN BL 


i | ; Là i P 


If it strikes you as odd 
that you're getting such 
a beautiful close-up of 
the T-Rex, your instinct 
serves you well. Move to 
the left to grab a Full 
Instinct power-up, then 
move quickly to keep 
your Instinct going. Now, 
head to the right and 
smash your way through 
the fallen tree, ready to 
jump over the nearby 
burning ember pit. 


Keep an eye on the right 
side of the screen to spy 
any oncoming Raptors— 
they might get hidden 


i33 behind the tree trunk in 

the foreground. Clear the 
Tubo سے‎ next burning ember patch 
| and rid the area of any 
nagging Raptors. Before 
you instinctively break 
through the fallen tree, 
take a moment to eliminate any stragglers 
behind you. 


BRANCHING 
PATH 


It may be difficult to E 
see, but there is a 

branching path right 

before the fallen tree. 

Follow the branch 

down and jump over the two burning ember 
pits. As you continue to the right, you'll stum- 
ble across a few Raptors. Finish them off and 
grab the Full Instinct power-up as you smash 
through the fallen tree to your right. Waste 
the Raptors hidden behind the foreground 
tree trunk and jump over the burning ember 
patch, gobbling Raptors as you continue to the 
right. There are quite a lot of them in this area, 
so enjoy the feast! 


STEGOSAURUS 


. _ AFTER A SMALL nun, 
DENM TIL 
-  BiRUSNURUS IN YOUR PATH. 
YOU'D THINK THIS GUY WOULD 
BE JUST ANOTHER 01 
TME T-REX, BUT ITS HEAD AND 
BODY ARE PURE ARMOR, AND 17 
NAS AMAZING STAMINA, 


ng 


انی 


Snap and grab the Stegosaurus's 
head, then evade backward a cou- 
ple of times to avoid its vicious tail 
swipes. Once it starts to move for- 
ward again and you see its head, 
go in for the kill and chew on its 
head again. Repeat this pattern 
until its head gives up and its body 
flops over. Now that the path is 
clear, advance to the right until you 
rejoin a branching path. Don't 
worry about the stuff to your left, 
there's nothing important over 
there. 


ANOTHER 
STEGOSAURUS 


You won't get far before another 
Stegosaurus gets in your way. 
Repeat the previous pattern until 
the Stegosaurus is incapacitated 
and exit the level to your right, col- 
lecting the DNA on your way out. 


4.3: SULPHUR 
FIELDS 


GEYSERS 


2 


CAUTION: The blue stuff in this level might look like harmiess Water, 

but one wrong step and you'll get a very unfriendly reminder of the 

fact that’s its super hot! Jump over the boiling puddle fo your right, 
and stop right before the edge of the geyser. 


1-UP 
As soon as 
you see it 
subside, 
use the 
head-butt ` = 
attack to ER | | 
charge for- 
ward twice to avoid getting splashed. 
There's a 1-Up to be had along the 
path leading up, but it does involve 
risk. 


If you'd rather not collect the 1-Up, skip down to ۲ 
Pasis Otherwise, take a few steps to the right and follow the 
path upward. 


As soon as you 
“Œ hop across the 
SF next Sulphur 

AT pool, you'll land 
| right near the 
edge of another 
geyser. Charge 
past it, but stop 
yourself before you run into the scald- 
ing water spewing from the geyser in 
the foreground. Wait for the geyser 
to subside, and immediately charge 
past it. Continue to the right across 
the next boiling puddle and geyser, 
and you'll soon encounter your arch 
nemesis—the Triceratops! 


7 سیت‎ ۲ ic š 
A ATACAR scc 


PARE PE cedi cs Ae: 


` TRICERATOPS 


Once the Triceratops is out of your way, run to 
the right to grab the 1-up, then head back to 
the branching path. 


SULPHUR POOLS 


The geyser in front of you‏ __ = == ۱ . جس 
a T < is a little trickier than you‏ 
might think, so make a‏ . 
break for it when the other‏ 
geyser subsides. Make your‏ 
way past the next geyser,‏ 
and you'll encounter a‏ 
Triceratops. If you followed‏ 
Ta branching path earlier, you should already‏ 
know how to deal with this guy. If not, look at‏ 
Triceratops to find out how. Once he's out of‏ 
your way, wait for the foreground hot spring‏ 
to subside and rush‏ 
past it.‏ 


Fighting the Triceratops is much tricki- 
er than fighting the Stegosaurus, but 

i once you've got the groove down, you 
Should have little trouble eliminating it. 


The difficulty in fighting the 
Triceratops is that it has horns, 
so biting its head equates to a 
self-inflicted wound. Rather than 
targeting its head, crouch and bite 
at its legs. Using the law attack 
will take the triceratops down and 
hold it with powerful hind legs. 
Continue pressing the attek button Hop over the next 
to bite the triceratops until it is two sulphur pools, 
dead. and charge past the 
dd o — next foreground 
geyser to meet 
up with another 
Triceratops. You had to have fought at least 
one of these guys to get this far, so you know 
the drill by now. Once you've put him to sleep, 
advance to the right until you reach a branch- 
ing path. 


It's wise to back off after a SUE: 
cessful attack and allow the | | 
Triceratops a chance to take out x a 


- The DNA is to the right, but it's in a tricky spot. You should have full health at 
his point, but if you want to save it, skip to Padd/e Jumper. 


its aggression on the air. 
However. if your Instinct أ٤‎ 
full, you can bite at the 
Triceratops to break its attack 
pattern and 78 
its legs immediately. You will take 


DNA KEY 


Continue past the‏ جر 
branching path and‏ ى ©" 
oz %, Jump over the first‏ 


E" — ہے‎ ~~ Sulphur pool. 


Triceratops, you get much of your 

health back. It takes six success- ۳ u 
ful bites to disable the | | 
Triceratops, so it's a good idea to x 

keep track of your progress in £s p Es 
order to gauge the risk factor. 


There's a reason we didn't tell you to jump past both 
pools: the geyser located just on the other side of the 
sulphur pool. 


If you stand right at the edge of 

the pool, you should be able to see 
some of the water from the geyser 
pouring out. Wait until the geyser is 
just about to stop, and jump across 


‘the pool. As soon as you land, 


PUDDLE JUMPER 


charge forward to make sure you 
don’t get tagged by the far-reach- 
ing spurts of boiling water. Now 
grab the DNA Key and return to 
the branching path. 


۱ There’s a little strange camera work going on here, 50 be 
prepared for something a little out of the ordinary. 


There is 1 Sulphur pool and a geyser located along 
this twisting path, so you're going to have to adjust to 
the new perspective to get past them safely. Just 
take your time and make sure you correctly identity 
the edges of the obstacles before moving past them. 


As soon as the camera straightens 
out, you'll find yourself in front of 
two tightly-spaced geysers. It is not 

easy to get past unscathed since 
you can only view the activity of 
the first geyser before advancing. 
Don't be surprised if you get 
tagged at least once. 


OUTTA THERE 


= > E و‎ As soon as you 
- ae ange past the 
^. ^. first spring, slow 
down and care- 
fully align your 
nose with the 
base of the sec- 
ond spring. You 
should be safe for at least a few sec- 
onds here, but you want to advance 
as soon as possible so keep an eye on 
the second spring. As soon as it starts 
to subside, zip past it and get out of 
there! 


4.4: DINOSAUR 
LAIRS 


DINO MUNCHING 


Fortunately, you don’t have to worry 
about jumping over any pits or burn- 
ing yourself in this level. Instead, your 
job is to take on scores and scores of 
other dinosaurs that seem to have no 
greater purpose than to gnaw on 
you. So, rather than lamenting your 
fate, take an active role in your des- 
tiny and run to the right. You'll 
encounter the first two enemies very 
quickly, but they approach you from 
the background, so you'll have to 
handle them a little differently. You 
can blow right past the first one, but 
to avoid the second one, you'll have 
to jump right after you cross its path. 


Don't look back now 
unless you need some 
munchies. Keep moving 
to the right until you 
come to the branching 
path. 


Although the DNA is located along the 
path leading upward, it is not signifi- 
cantly more difficult than following the 

h non-DNA path. Also, since you reach 
the end of the level faster this way, it 
really is to your advantage to follow 
the upward path. 


DNA KEY 


a TT 0 


CAUTION: There are a number of Raptors 
hanging out around here, 50 you're 
either going to have a feast or be quickly 
annihilated. 


Move forward when pos- 
sible, and try not to 
spend too much time 
attacking the Raptors 
behind you (unless 
they’re only approaching 
from that side). Also, be 
on the lookout for 
Raptors approaching you 
from the background. 


Keep going until you find the DNA, but don't 
turn back. Continue to move to the right until 
you rejoin the main path. 


THE 
CARNAGE 
CONTINUES ۱ 


The carnage continues 
as you move on to the 
right and gobble up 
more swarms of 
Raptors. 


AT SOME POINT ALONG THIS PATI, YOU WILL RUN INTO AH ALLOSAURUS. 
ALLOSAURUS 15 THE OLDER COUSIN OF T-REX, 50 YOU GAN COUNT OM IT 
NOT BEING A ۱۰ 


Treat it like Triceratops and go for its feet. It is more agile than 

Triceratops, but its head is not protected, so any attack should work‏ ر 
against it. Just watch out because it has a surprising ability to dodge your‏ 
attacks and counter-attack with some damaging bites of its own.‏ 


As soon as it’s taken care of, you're home free. 
There really isn't anything else worth going 
after in this level, so go ahead and move on to 
the next level. 


4.5: PREDATOR’S 
BALL 


ANNOYING ROCKET 
LAUNCHERS 


pm o 


CAUTION: The passages in this area tend to look alike, so 
avoid getting lost by paying careful attention to your surround- 
ings and these instructions. 


Head to the right and keep running 
past the first branching path. All 
too soon, you'll run into your first 
human. They’re all decked out with 
portable rocket launchers, so 
they're pretty much guaranteed to 
inflict a couple of damaging hits. 


The best thing you can do is run right over them and 
1 then turn around to eat them. This way, you'll be able 

to make a snack out of them while avoiding the rocks 

that fall as a result of their vertical missile blasts. 


BRANCHING PATH 


As you move 


forward, 


Y > 


you'll pass 

the area 

where the E 
first branch- 

ing path 

rejoins the 

path you are 

currently following. 


DNA = 3 
KEY 1 


4.6: HUNTER 
CAMP 


Keep | ER جو‎ 
moving xm | 
forward 

and take 

the next 

branching path up. It's time to do bat- 
tle with another Allosaurus. Eliminate 
it using the same technique you used 
in your previous encounter(s). Once 
you've taken it down, stomp on ahead 
to collect the DNA and 1-up. 


ا 


CAUTION: There is another Allosaurus to contend with here, but 
there's no rule that says you can't just run away. Either way, head 
back to the branching path. 


BOWLING 


After bowling over another human on 
your way to the right, you'll find 
another Allosaurus. Make quick work 
of it like you've done so many times 
before. 
Then, sur- 
prisingly, | 
take a few — A 
more steps m وت‎ 

to exit the 

level. 


your way out of the cave, 


making sure to eat up 
your treats before mov- 
ing on. 


You RE GOING TO BE 
RELENTLESSLY PELTED WITI 
GUNFIRE VERY SHORTLY, 50 
YOU MAY WELL NEED THESE 

SHACKS TO STAY ALIVE. 


Continue to march for- 
ward into the line of fire 
and, one by one, take 
the punishment while 
lunging and eating the 
humans lined up in front 
of you. Keep going until 
you see a generator in 
the background. Follow 
the path leading up to it, 
and make sure to charge 
into and destroy it. 


Disabling the generator will turn off 
) the electricity to the fence back on the 


Once you're back on the main path, break 
through the gate and get underneath the 
high-hide as quickly as possible. Stand tall by 
holding Up on the D-pad and press any attack 
button a couple of times to shake the humans 
out of their “safe” hideaway. Gobble up any 
humans that you can, but try not to stick 
around any longer than you have to. 


The DNA is hidden behind this second high- 
hide 


Follow the next path 
upward and shake another 
high-hide just beyond the 
parked jeep. Continue to. 
barrel forward until you 
reach another high-hide, 
and give it a good rattling 
as well. 


A 


CAUTION: The humans are starting to get out the heavy artillery now, so dont be 
surprised if you get hit with a couple of grenades. 


SQUASH “EM ALL 


Pa, | » As soon as you pass 
I: * the truck in the back- 
ground, you'll find 
b AV WR ce yourself face-to-face 
zu = with another genera- 
.. tor. Smash into it, and 
اه‎ . return to the branch- 
لحم‎ ing path. Just beyond 
the next jeep in another high-hide, so knock 
the humans down and remember to eat them 


A little further ahead is another branching path, and once main path. up. 
again, it's time to weigh benefit against risk. To help you w 
۱ decide, there is 21-0۴ and a DNA Key at the end of the REWIRING ) By destroying that last generator, you made it possible to smash through the 
branching path. عب‎ You've been GATE next gate safely. 
SU سی‎ À Ë E SHINE | 
so far, so let's : = یس‎ Take out the few humans you find here, and 

keep this E a I make your way to the right to the level exit. 

trend going. 3 5 

Bowl over a 
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4.7: THE 
HUNTERS 
REGROUP 


VERITABLE 
PLETHORA OF 
MUNCHIES 


For the first 
time in mw 
many levels, رح اروت‎ a = 
you actually 

have a rea- 

SOM IO GO PA 
the left at 

the begin- | 
ning of the level. There's quite a 
large group of rocket-toting 
humans here, so jump on top of 
them to knock them all down at 
once. Gobble them up while 
they're incapacitated, and then run 
to the left until you stop. 


DNA KEY 
| =, Stand up by 


* pressing up 
> on the D-pad, 
4 ` ` and press any 
Wes. attack button 
to reach up 
and nab the 
DNA Key. 
Chow down on any humans that 
get in your way, and keep running 
to the right until you come to a 
branching path. Follow the path up 
and make your way to a generator. 
Smash it, return to the main path, 
and continue moving to the right. 


HIGH-HIDES, 
PINATAS— 
WHATEVER 


PEU f :: 66 Break on 


3-* through the 
“` gate ahead of 
you and keep 
stomping 
along until 
you come to 
a high-hide. 
Give it the old piñata treatment and 
enjoy the treats that fall out. 
Continue to the right and do the 
same to the next high-hide. The path 
branches again just ahead, so follow 
it up. It won't take you long to reach 
another high-hide, and once you do, 
you know what to do to it. Keep 
fending off humans on your way 
through the camp and disable the 
generator at the end of the path. Go 
back the way you came, and head to 
the right once you rejoin the main 
path. 


s 
š ‘sissies ME 


A "secret" strategy to use to come 
back from the long branches with the 
generators at the end is to turn 
around and advance on the hunters, 
who are waiting for you. Wait for 
them to turn around and run away. 
Then follow them all the way back to 
the main path. 


THE FINAL FRONTIER 


There's Tie وق‎ s ih 
another ای‎ É E یج‎ h. 3 | | 
high-hide š 


located 
shortly to 
your right, 
so trudge 
on ahead 
and give it the ol' swing routine. 
Polish off the nearby humans and 


continue to the right 
through the deactivated 
gate. 


There are two 1-Ops on the other side 
of the gate, so remember to hustle 
through if you're in danger of dying. 


There are one or two 
rocket-firing humans 
remaining to your right, 
but getting at them isn't 
necessarily easy. Keep 
jumping forward until 
you knock them down. 
Then gobble them up 
before they have a 
chance to do any more 
damage. Once they're 
gone, you’re outta there! 
Head through the exit to 
end this level and the 
entire T-Rex stage of the 
game. 


HUMAN PREY . 
MOVES 


DEFENSIVE MOVES 


MOVE CONTROLLER 
‘COMMAND 
Duck Down 
Evade (A) 
Roll Down + (A) 
Slide Toward + (A) Twice 
Piton Swing Already hanging (press- 


ing and holding X), 
press Left and Right on 
the D-pad to get a 


Lower/Raise Self Already hanging 

on Piton (pressing and holding 
X), press Up and 
Down on the D-pad. 


swinging motion going. 


PREY 


THIS RED-HEAD LOOKS 77 
ANYTIME TO STAND AROUND AND ADMIRE THE VIEW. 
۰ SURVIVE, YOUVE GOT TO KEEP 

MOVING! 


OFFENSIVE MOVES 


Move CONTROLLER 
COMMAND 
Duck and Shoot Down + (B) 
` Jump and Piton (®) 


Jump (X) 
Piton Left/Right Toward + (®) 
Shoot (B) 


Switch Weapons (R2 and L2) 


HUMAN PR'EY 
TIPS x 


See Human Tips, page 11. 


HUNTER 


CANIP 


IMPALING LOGS 


“o. 


a7 


After spending so much 
time playing the all-power- 
ful T-Rex, you’re about to 
know what it feels like to 
be its prey. Get moving 
right away by running to 
the right and grappling the 
gray tree platform. Swing 


over 
the laser 
fence and 
grab the 
Emergency 
Rescue Flare power-up 
(this will come in handy all too 
soon). Hop over the laser fence and the impal- 
ing logs, and piton to the next gray tree plat- 
form. In doing so, you'll avoid the next bunch 
of impaling logs and grab an Emergency 
Rescue Flare in the process. The T-Rex should 
be right on your heels about now, so shoot a 
flare into the sky and keep running. 


SWING FOR SAFETY 
Piton to the next gray 


; 5® tree platform and 
— swing out wide to clear 
both bunches of impal- 
` EE 


O PREY 


CAUTION: Keep running forward, but don't be duped into 
thinking its time to jump again. The camera perspective 


changes rather abruptly, and you'll quickly find yourself in 
front of a much larger laser fence. 


Piton to 

the gray E. 
tree plat- 

form just 

above the 

fence, and - 

swing over 

it to tem- 

porary safety. Carefully hop over 
the next two tightly spaced bunch- 
es of impaling logs, and immediate- 
ly Piton across to the next two gray 
tree platforms. This will allow you 
to avoid the impaling logs below 
and collect an Emergency Rescue 
Flare. 


AH 9 


A 


There is a Full Health power-up above the first gray 

) tree platform, hut it's not necessarily worth going after. If 
you really need it, make sure to fire a flare into the 
T-Rex’s face. 


Once you're clear of the logs, pop a 
flare into the sky and keep running 
to the next gray tree platform, 
making sure not to be fooled by 
the background laser fence. 


FLARE TOSSING 


Piton to the 

°%@ platform as 
` far to its right 
EM edge as possi- 
8 ble, and 


swing over the next large laser fence. 
If you swing just right, you'll collect a 
couple more Emergency Rescue 
Flares and clear the fence cleanly. 


YOU GANT MAKE THE JUMP OVER THE NEXT TWO SETS 

OF IMPALING LOGS, S0 YOU'RE GOING TO NAVE TO LET 

THE T-Rex 8 A FEW SEGONDS TO 

LET MIM GATEN UP TO YOU, AND TOSS A FLARE IN THE 
DIRECTION OF THE LOGS. 


WARNING 
When he A os@ 
shows up, 
roll below لم‎ 
him and aj | 
wait for p. eem 
him to 
break 
through 


the logs for you. Immediately turn 
around and fire a flare in the opposite 
direction (back toward the big laser 
fence), and roll under him again as he 
charges toward it. 


DNA KEY 
i | With the 
3 © impaling logs 
now out of 


your way, run 
to the right 
and keep an 
eye out for a 
ْ _lofty gray 
tree platform. Piton to it, and swing 
over to the top of the lower platform 
next to it, collecting more Flares as 
you land. Jump off of the far right 
edge of the platform to clear the laser 
fence below, and collect the Partial 
Health Boost immediately next to it. 


aon RM GA ERES ۹ 


The BRA can be found on the next gray 


tree platform, but you're going to have x 


) to take a risk to get it. If you'd rather 
not waste the time and effort, skip 
down to 85 


Piton to the tree plat- 
form here, and as you 
begin to swing away 
from it, piton to the far 
left edge of the next tiny 
tree platform. 


THIS PLATFORM WILL BREAK 
1ٰ ۱ 
IT TOO MUCH, 50 TRY ID 
MAKE YOUR FIRST ATTEMPT 

YOUR BEST. 


WARNING 


Swing back the way you 
came, and release at the 
peak of your swing to 
make a safe landing and 
grab the DNA. 


GRENADES! 


rte 10D 


Toss a flare behind you 
to distract the T-Rex. 
Then get on the other 
side of the laser fence, 
where you'll find some 
Rocket Propelled 
Grenades. Send one for- 
ward to break up the 
bunch of impaling logs in 
front of you, and breeze 
ahead to the next tall 
tree platform. 


If you're feeling nervous, it's always a good idea to pop another flare 
> behind you. 


1-UP AND EM. 2 


THE WAY ii 
OUT 
Piton to the tree de 


platform and swing 
across to the next ` 
small platform with 
a 1-Up waiting for 
you. 


You probably won't have enough time to jump off of it and clear the next bunch 
j of impaling logs, so let it break. When you land, blast the logs away with a 
grenade. 


Toss another flare behind you for good mea- 
sure. Then piton to the last tree platform, and 
swing across the impaling logs to the exit. 


5.2: GRAVEYARD 


DNA KEY 


It seems that it’s your 
destiny to be Raptor 
fodder from the begin- 
ning of this level, so 
don’t hesitate to grab 
the Rapid Fire Tracer 
Ammo to your right 
and let loose on the 
Raptor to your left. 


ا 


CAUTION: Just make sure you don't move too far forward, or you may attract 
another Raptor. 


© 


(33 000 ا ا 


Once he's out of commission, grab the Partial 
Health Boost and edge your way to the right, 
sniping the next two Raptors before they can 
lunge at you. 


PRE 


Keep moving to the right, being 
aware that you may be surprise- 
attacked from behind by more 
Raptors. When you reach the end 
of this platform, jump at the far 
right edge and shoot your grap- 
pling hook out somewhat later 
than you might think in order to 
nab the tree branch. Swing out to 
your right and let go to grab the 
DNA Key waiting for you. 


HIDDEN 
POWER-UPS 


At this point, you can either head to the left into some 
dangerous territory or keep moving ahead to the right. 


i Although we recommend going after the hidden power-ups, 


you may just want to skip ahead. If so, disregard the 
next paragraph and rejoin us at the one immediately 
following it. 


If you're going for the power-ups, 
head to the left and dive under the 
T-Rex. Grab the Emergency 
Rescue Flares and send one out to 
keep the T-Rex distracted while you 
deal with any Raptors that fall 
down from above. Once they're 
taken out, piton to the platform 
just above the boxes and swing 
over them. 


THERE ARE RAPTORS BACK HERE, SO KEEP YOUR 
TRIGGER FINGER READY AT ALL TIMES. 


Grab the Partial Health Boost, 
Rapid Fire Tracer Ammo, and 
Rocket Propelled Grenade power- 
ups, and run back to the right, shoot- 
ing any Raptors that stand in your 
way. When you get back to the 
boxes, fire a flare to distract the 
T-Rex and get past him as quickly as 
you can. 


INTO THE FOLIAGE 


Run to FS 

the right, 7 9 
and when 

you notice . 8 ١ 
the bones | e ng 

in the 

fore- 

ground, 

grab the Emergency Rescue Flares 
just above you. Take out the Raptor 
in front of you, and launch a flare 
behind you just to be safe. As you 
begin to lose yourself in the dense 
foliage, fire a grenade ahead of you 
to blast away the impaling spikes 
that blocks your escape. Toast the 
next Raptor, drop another flare 
behind you, and grab the Partial 
Health Boost to your right. Drop the 
next Raptor in your path with a 


grenade, and piton to 
the tree branch ahead of 
you, swinging backward 
to grab another Partial 
Health Boost. 


|. SNEAKY 
` RAPTORS 


p~ ۵و‎ 


Continue to the right 
through the foliage, and 
toss a flare behind you 
once you're clear of it. 


There will probably be a Raptor sneak- 
ing up on you as well, but ignore it 
unless it’s already on top of you. 


Piton to the tree branch 
a little bit to your right 
and swing across the 
foliage below, collecting 
more Grenades as you 


go. 


Y, os ` 


Blast the next Raptor you 
see, and then blast 
through the fallen tree 
just beyond. 


You don't actually need to blow up the 
tree to advance, but if you piton to 

) Me tree branch above you and then 

” . flescend, the T-Rex might break the 
tree apart and kill you with the 
shrapnel. 


As you swing across, let go at the peak of your 
swing to grab the 1-Up and land directly on 
the extra Flares just below. 


NEARING 
THE END 


Take a quick second 

to toss another flare k. 
behind you, and elim- 

inate the Raptor in | 

your path as you x | سے‎ 
advance to the right. 

Piton upward to latch onto the tree branch 
and swing across to grab more Grenades. 


1 ۱ The T-Rex can't follow you into this area, so take all the time you need. 


Once you've gotten the Grenades, run to the 
right and blast away the fallen tree. 


THE END 


As you pass by the fallen tree area, you'll enter 
an area with many large rusted structures. 
Crawl beneath the first 

4 250 one, and you'll grab a 

j Partial Health Boost 

| as you stand up. 

f Eliminate the Raptor in 
front of you, and piton 
to the pipe to swing 
over to another Partial 

Health Boost to its right. If you can, piton to 

the next pipe and continue to swing to the 

right. If you miss, take out the Raptors who 
will inevitably surround you and piton back up 
to the pipe. Swing back and forth to build up 
enough momentum to piton to the next pipe 
to the right. 


uel کیک‎ à "d 


| If you fall again, just take care of the oncoming Raptors and quickly piton to 
7” back up to the high pipe. 


m 


OL 


Lengthen 
your line 
a little to 
build up 
more 
speed, a 


and let go E 


at the 

peak of your swing to land on the 
platform leading to the exit. There 
is another Rocket Propelled 
Grenade power-up here, but don't 
stress out if you miss it. You can 
only get here one way, and it really 
isn't worth the potential damage 
to go back in order to go after 

it again. 


5.3: THERE 
WERE TWO?! 


DETHRONING 
THE KING 
q Okay, so 
| 55© now it’s just 
4 between 
* TE you and a 
lem couple of 
y . Tyrannosaurs 
1ن‎ —— on this boat. 
3 — © This is really 


going to tax your skills. You'll be 
grappling around from place to 
place and distracting each T-Rex 
with flares, all the while trying to 
position yourself for attack. The 
power-ups located above you 
regenerate fairly often, so make 
sure to pillage them whenever 
possible. 


CONTESTANT #1 


To take care 
of the first 
T-Rex, stick to 
the ground 
and shoot 
open the 
boxes to your - 
left and right. ` 
Quickly move to the left to avoid the 
explosives and grab the Emergency 
Rescue Fares. Immediately shoot one 
into the sky to distract the T-Rex ,and 
hop over the box to your left to claim 
the final DNA Strand. Now, shoot the 
box and collect the Flamethrower. 
As the T-Rex looks to the sky in confu- 
sion, barbecue its butt until it decides 
to investigate its smoking rump. 


+ 


Launch anoth- 
“3 er flare into 
the sky, and 
7 get to the 
. other side of 
the T-Rex as 
quickly as 
continue dinosaur barbecue. Finish off 
the Flamethrower and any other 
heavy artillery you may have. Then 
head back to the right, launch anoth- 
er flare, and blast open the next two 
boxes. With another Flamethrower 
in hand, wait for the T-Rex to come 
around and launch another flare 
upward. Get to the T-Rex's other side 
once again and finish it off with a lit- 
tle more Flamethrower power. 


THE RUNNER-UP 


As if you hadn't already done enough 
T-Rex battling, another one rears its 
ugly head. Run to the right side of 
the boat and blow up the rest of the 
boxes, making sure to collect the 
Partial Health Boost against the far 
right wall. Launch a flare into the air 
to distract the T-Rex, and finish off 


کت ات تا 


) 


what's left of your 
Flamethrower. You're 
going to have to hit this 
beast with everything 
you can find, so take to 
the rafters and grab a 
few ammo power-ups. 


As SOON aS you come down, make 
sure to burn a flare to keep the 
T-Rex occupied. 


The Rocket Propelled 
Grenades seem to do the 
most damage to the 
T-Rex, but continue to 
use whatever explosives 
you can find. 


Keep launching flares every eight 
seconds or so to keep the T-Rex 
husy, and get hack up to the 
rafters to collect more power-ups 
as soon as you run out of them. 


i 


P 


There is a Partial Health Boost up there, but 
don't get fixated on it since it only regenerates 
every once in a while. 


A 


CAUTION: Don't get overzealous and try to piton to the lower platforms on your 
way down from the higher ones— You may fall and hurt yourself badly. 


Keep going back to get more Flares and 
Rocket Propelled Grenades, and keep 
blasting away until the T-Rex is permanently 
extinct, so to speak. 


PRODUCER: 
PATRICK 
GILMORE 


What are your 
responsibilities 
as Producer? 


It’s easy to 
evaluate game 
concepts in 
the context of 
the current 
state of the 
art. It’s a lot 
more difficult to predict what the state 
of the art will be in a year and a half, 
and to figure out what it’s going to 
take for your product to be successful 
in that climate. Defining those criteria 
for success is the central goal of any 
producer, so that each component of 
the game holds up to a vision for the 
end product that the entire team 
forms. Ultimately, it’s about under- 
standing what the team wants to 
make, then breaking that larger vision 
down into the component parts. The 
parts can be tackled by the individual 
members of the project team, whether 
they be working on audio, animation, 
code, design, backgrounds or music. 
Once the individual tasks are under- 
stood (in The Lost World, individual 
tasks were often as granular as asset 


number 0106D: the Compy step for- 
ward animation), the goal of the pro- 
duction is to see that they are created 
in the highest quality possible, and in a 
way which will integrate with the com- 
ponents being created by other mem- 
bers of the team. 


What kinds of skills does it take to be a 
good producer? 


Communication and imagination. 
Resistance to various tropical diseases is 
also useful. 


Was it difficult to focus game development 
efforts on a movie which wasn't complete 
at the time? 


It was actually liberating in a way. 
Since we couldn't be sure of what the 
plot was going to be, it was the first 
thing we decided we could do without. 
| feel that if games are to incorporate a 
narrative, it should be an original and 
unique one, as discovering it should be 
part of the play. If a game narrative is 
based too closely on that of a movie, 
and it is central to the structure of the 
game, players can feel they have to 
work awfully hard to learn something 
they already know. What we concen- 
trated on in The Lost World was to tell a 
part of the story we knew the movie 
wouldn'tthe part about how the 
dinosaurs were reacting to the chaos 


which was going on aro 
them. The movie, f . . 
course, concentrates on 
the human characters 

and how they deal 

with The Lost World. 

But, from the 

beginning, we 

were intrigued 

with the concept 

of the island as a 
self-contained 

ecosystem 

engaged in a heat- 

ed but nonetheless 
balanced struggle 

for survival. What the 
dinosaurs' lives were 

like before and after the 

arrival of humans, and 

how that changed their 

struggle for survival became 

the central theme for the product, 

and presented a perspective which 
there wasn't much time to deal with in 
the film. That helped make the game 
not only faithful to the film, but a 
great companion product to it, and 
legitimate in its own rite. 


What do you love most about Lost World? 


Some people will disagree with me, 
but ١ can call to mind instantly the 
scene in which the raptors swept into 
the abandoned InGen village, leaping 
on top of cars and barging through 
obstacles in this animal pursuit of 
prey. Later, one of the characters 
escapes as two raptors fight one 
another in the foregrounda dazzling 
CG shot presented out of focus as a 
foreground element while the film 
focused on the human characters. The 
raptors felt like a force to me. They 
were terrifying. 


Why would some people disagree with 
that? 


l've spoken with a lot of people who 
felt that the characters of the raptors as 
incredibly intelligent predators was vio- 
lated by the scene. That they should 
have been more shadowy and secretive. 
Personally, | felt that the rules were a 
little different on Site B that the raptors 
already owned it, that it was their terri- 
tory (not an alien environment they 
had to be careful in, as in the first film). 
I also figured the raptors in The Lost 
World were males and were, like male 
lions, the more clumsy, single-minded 
hunters, while the females were more 
experienced and deadly. 


BEHIND THE SCENES D 
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How long did the game development 
process take, from concept to completion? 


16 months. 


Which part of the game faced the most 
challenges to develop? 


Gameplay. It seems kind of dumb to be 
saying that in hindsight, but we set a 
goal for ourselves from the beginning 
that this would be a product about char- 
acters interacting with one another, as 
opposed to with the environment, as in 
a traditional action game. We felt that a 
dinosaur should never die by falling off 
a cliff or missing a jump, but because it 
was captured and eaten, stepped on, or 
fought by another dinosaur. That kind of 
fighting interaction takes a heck of a 
long time to develop and get right, and, 
frankly, we were still working with it 
right up until the last minute. In the 
end, | feel it was the right risk to take, as 
the actual dinosaur interactions, the 
complex coupling of characters that 
allow a T-Rex to eat a human or a raptor 
to tackle and eviscerate a hapless 
hunter, are the most unique and fulfill- 
ing parts of the game. 


What was the most difficult decision you 
had to make in the game's 
development? 


To make a game with five player char- 
acters. The passionate speech | gave at 
the end of my last product was that I'd 
never make a game where we couldn't 
focus wholly on a single player charac- 
terand look where that got me. 
Ultimately, though, it was the only 
approach which fully captured the 
action on The Lost World. And I'm proud 
to say that in the end we didn't have to 
sacrifice anything for any of the individ- 
ual characters to make it happen. 


A close second in the decision 


department was any choice which 
had do to with cutting something, 
which is always painful. 


At what point in time does the game's 
development become the most crucial? 


At the very end. More work got done 
on The Lost World in the last eleven 
days than in the first four months of 
productionan incredibly gratifying and 
terrifying fact. 


Can you finish the game in hard mode? 


Absolutely. | just don’t want to right 
now. 


ASSOCIATE PRODUCER: 


PETER 
HIRSCHMANN 


What's an 
Associate 
Producer? Well, 
Peter’s the guy 
who, if some- 
thing about 
the game's 
production 
needs atten- 
tion, he's there 
to do virtual 
backflips to get 
it done and done well. Associate 
Producers are kind of the "fix-it peo- 
ple" of the gaming world: constantly 
organizing, problem-solving, tighten- 
ing loose gameplay here, picking up 
dinner and scheduling there. An AP's 
work is never done, even after the 
product hits the shelves. They make the 
gaming world go 'round. 
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What are your 7 
as Associate Producer? ٰ ^ 


I have a few; one of 

them is getting all of 

the materials to 

Sega, that’s been a 

pretty big job. | did 

the first four intro 

movies and coordi- 

nated all of that. 

We certainly 

weren't focusing 

on video, or FMV 

for that matter, in 

this project, but we 

do have it. So, my 

responsibility is basical- 

ly just making sure 

everything gets done. And 

| handle general stuff like 
scheduling issues, not so much 
budget, because Patrick was the 
budget guy. Every day there's 
something different. The job of a 
producer or assistant producer is 
to make the rest of the team's job 
as easy as possible to do. So that 
can include anything from making 
sure the animators have fast 
enough machines to making sure 
people have dinner. Plus, we're 
part of this big Lost World phe- 
nomenon, so we have to keep 
track of a lot of things having to 
do with marketing, licensing, and 
stuff like that, that normally 
wouldn't come up. 


We did pretty extensive website 
stuff about a month and a half 
ago. We've gotten five magazine 
covers over the past year, and 
we've been featured in pretty 
much all of the magazines. There's 
a lot of artwork to coordinate for 
stuff like that. So it's kind of a 
menagerie in terms of production. 
Patrick is the team leader, and we 


all have what we call a "shared 
vision" with Steven (Spielberg) 
on the project. And in essence, 
Patrick's the guy who puts the 
focus behind the design and 
where we should go with it. He's 
actually also our animation direc- 
tor. Patrick came from Disney and 
has a real keen eye about anima- 
tion, which is obviously one of the 
highlights of the project. Our end 
product really has some fantastic 
animation. It utilizes some GREAT 
rendering technology. 
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What are some of the challenges in 
producing Lost World? 


To make this game come together, 
we've had to hit the bullseye in a cou- 
ple different areas: technology, anima- 
tion, the artwork, the design of the lev- 
els. If just one of those things was off 
the mark, it would be like baking a 
batch of cookies, and getting all of the 
ingredients right except for onebut 
that’s gonna make them taste funny. 
How's that for a stupid metaphor? 
(laughs) So, you know, hopefully peo- 
ple will like what they see. 


What was the most challenging aspect 
of production? 


Well, since we had the very big chal- 
lenge of doing the game with five 
player characters, it was like doing five 
different games, because each charac- 
ter has different types of abilities. Each 
one had to be coded differently. The 
difference between the Compy and 
the Human, the Human and the 
Raptor, the Raptor and the Rex, the 
difference is vast. If the Compy played 
just like the Rex, people would see 
right through it. It would be like dress- 
ing up the same creature in a different 
outfit. No, wait. That’s another bad 
metaphor. (smiles) 


What was the goal behind creating five 
different player characters? 


When we made the commitment to 
make the game with five characters, it 
wasn't just for the fun of it, but 
because the story we wanted to tell 
was, well, this is the $64,000 dollar 
question: Do we try to recreate the 
movie or do we do a sequel? Our 
approach was to kind of put you on the 
island and show you, in a sense, behind 
the scenes of the action of the film. For 


example, when you see the Compies in 
the movie, they attack that little girl. 
Then they eat the hunter in the middle 
of the film. But then you say, “Hmmm. 
What are the Compies doing the rest of 
the time?” And | hope that our game 
answers that question! When you play 
as the Compy, you get to see the world 
through his eyes. 


Is there a good example of that 
gameplay aspect? 


| think the definitive example of that 
in the Compy levels is the 
Brachiosaurus stampede. That's 
gameplay unique to that character. 
You couldn't do that with the Human. 
You couldn't do that with the Rex. 
You couldn’t do that with the Raptor. 
But it works great for the Compy. 


If you’re a one-foot-tall dinosaur, how 
does the world look? What's the scari- 
est thing that could happen? Getting 
caught in a stampede of the most 
giant creatures that ever walked the 
earth. That's kind of a great contrast. 
So | think that's a perfect example of 
what we were trying to do: create 
experiences that are specific to those 
characters. 


It's the same with the Rex: being able 
to go in and do what Patrick likes to 
call the "finger of God"just come in 
and push across the landscape into the 
Hunter Camp and tear everything 
apart, throw guys up into the air, 
throw them to the ground, knock them 
out of high-hides, head-butt them, 
throw open the gates, break through 
locks... | mean, boy! That's an experi- 
ence unique to that character that 
wouldn't feel right with the Raptor, 
and certainly not with the Compy! 


It all kind of fit together like a puz- 
zle, we wanted to give people the 


experience of being on 
island and being with a 
of the dinosaurs in 
their natural environ- 
ment. It's hard to 

limit the experience 

of The Lost World 

to just one charac- 

ter. If you were 

just the Hunter 

the whole time, 

all you'd be doing 

is shooting 

dinosaurs all day 

and avoiding them. 
And if you were a 
dinosaur, there are so 
many, which one 

would you pick? If you 
pick the T-Rex, you miss 

out on something the 
Compy could do, and vice- 
versa. So that's why we went 
with the five character route. 


How did this make production 
different than any other game? 


It presents a big challenge because 
you're having to design levels 
specifically for each one of these 
charactersand do physics, and write 
source code, and decide how 
they're animated, and so on. 


Animating your player characters 
is a huge deal because you have to 
have a huge range of actions. 
Player characters do a lot more 
than any other characters. For 
example, when the Tricaeratops 
runs, head butts you, and then 
throws you in the air, there's a lot 
of animation, but it sort of pales in 
comparison to what went into the 
Compy or the Rexjust hundreds of 
little moves! So there's a much 
wider scope of animation you have 
to create, and then you have to 


worry about player response. Since ' 


you were getting clear instinct 
control, the animation has to be 
quick yet feel right. 


Were any of the characters specifically 
more of a hurdle than the rest? 


The Rex was a real challenge in that 
our Lead Animator, Corey 
Comstock, just had a time with the 
Rex because here's this twenty-ton, 
bipedal carnivore, and how do you 
make him turn really quickly? How 
do you make him jump? You know, 
we've never seen a Rex jump. We've 
watched the movies and we never 
see him turn. So, one of my favorite 
pieces of animation is where that 
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Rex turns. It feels natural and you never 
think about it. It’s pretty damned quick, 
yet it looks real. You don't think, “Uhhh, 
that looks fake!” But man, this thing 
weighs more than an elephant and it's 
bigger than a house, but it turns around 
left and right and you, as the player, have 
instant control! That took a lot of effort 
and a lot of trial and error, and just a lot 
of talent on the part of each animator. 


How did you focus the efforts of the team 
onto the five different characters? 


Well what we ended up doing was 
dividing the team into sub-teams to 
each work on a character. There was a 
Compy team, a Raptor team, a Hunter 
team, and so on. A sub-team would 
consist of a designer, the animator, a 
background artist, and an engineer, all 
working specifically on that level. So, for 
instance, on the Human Hunter levels, 
Justin Norr was the designer, Micah 
Lenton was the background artist, 
Corey Comstock did the animation, and 
engineer Wayne Shea did all of the 
code. So those four guys worked 
together. Justin said, "I need this 
mechanic. | want to have crates explode 
and bombs come out." We need an 
artist to paint the crate, that's Matt 
Hall; we need an animator to animate it 
exploding, that's Corey; and then it 
goes to Wayne to code. So everything 
was kind of compartmentalized. Having 
five characters made it a nice way to 
divide up the group into teams and 
focus on specific parts; "Allright, let's 
get all of the Compy levels done," and 
"Let's get all of the Rex levels done." 


What is your favorite aspect of being an 
Associate Producer? 


Oh, the glamour. The jet-setting travel | 
get to do (laughs). No really, | enjoy 
being in production. | love the process 


of making a game. That's why I’m doing 
this instead of working in the film 
industry. | love going to movies just as 
much as I love playing games, but I 
enjoy making a game more than | enjoy 
working on the production of a film. 
The main reason is that eighteen 
months ago, we had notes on a white 
board. And DreamWorks is really 
blessed to be able to attract some really 
talented people. We have a really high 
quality bar for hiring people and luckily, 
| got in before that was set, so | was 
safe and they didn't find out (grins)! 


Seriously, just having this group of 
great artists; to have someone like Matt 
Hall on your stafffor God's sakes, he'll 
paint what you ask him to paint. | 
mean, that’s a dream come true! Our 
designers would go to him and say, 
“Hey, we need a texture for this 
dinosaur,” and his motto is twice the 
quality in half the time. And later that 
day you come back and, my God, sud- 
denly the Raptor looks like a Raptor! 


What's the best part about working at 
DreamWorks? 


I think the greatest thing about being 
part of the DreamWorks family is that 
there's no stigma. It's never said that, 
"Oh, this is just a game." Everyone 
looks at this as we're trying to make 
the highest quality, most fun piece of 
entertainment possible. And the best 
thing about it is just having these tal- 
ented people here, like Matt Hall and 
the animators. ١ | 


How much influence did everyone have in 
the game's design and development? 


The whole focus of the game has kind 
of been a shared vision of Steven and 
Patrick's. The ship's on a good course, 
and I’m happy to be along for the 
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ride. I think everyone on the” 
team had a big influence ` 
on it. Everyone on the ہک‎ 
team is very open. No 

one’s opinion is bet- 

ter than another's. 

Everyone had a Say. 

If there was some- 

thing someone 

thought was 

dumb, they were 

able to express 

that. Or if some- 

one had a neat 

idea, it got imple- 

mented. 


In the end, we're all try- 

ing to make a really fun 

and successful product. So 

it’s in everyone’s best interests 
to listen to everyone else's ideas, 
feedback, and criticisms. 


Is it difficult to schedule for the 
unknown? 


(Grins) Well, | was kinda lucky 
‘cause Patrick got to do a lot of the 
scheduling! This product was 
incredibly animation intensive. Matt 
Brown always has and continues to 
be an excellent manager of produc- 
ing complex code for not only 
three engines, but all these player 
characters, and mechanics, and the 
pitonwhat effort went into that 
piton is up on the screen. A lot of 
things went into this game that 
took a lot of work and effort. So 
this project got done as a collabora- 
tion through Patrick and Matt. 
Matt really aced the schedule for 
the programmers and the code 
that got created. Patrick was really 
good about scheduling the anima- 
tion of the dinosaurs and getting all 
fifteen enemies and five player 
characters done. | mean, FIVE play- 
er characters! It’s a miracle that 


we're alive! It’s such a huge, huge 
undertaking! To test it, integrate it, 
hook it all up, put the sound in... 


What's your favorite Spielberg movie? 
Why? - 


Well, | separate the Indy films out, 
because Raiders of the Lost Ark was 
a masterpiece. But separating 
those aside, and then also separat- 
ing Schindler's List, an unbelievable 
achievement, the corny answer for 
me is E.T. Boy, that movie just still 
cry. | still get teary-eyed in the 
end. 
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TECHNICAL 
PROJECT LEAD: 


MATT BROWN 


As Lead 
Engineer, Matt 
is not only a 
programmer, 
but more of 
the “Project 
gizmo guru.” 
He manages 
the program- 
ming team and 
designs, sets 
up, and pro- 
grams every tool and technical 
what'cha-ma-call-it that makes the 
game go. 


What are your responsibilities as Lead 
Engineer? 


My job could more accurately be 
described as “technical project leader,” 
as my responsibilities include more 
than just writing the code for the 
game. ۱ designed all of the technolo- 
gies used in the game and wrote most 
of the core code, such as the animation 
system, environment rendering, object 
interaction, and particle effects. 
Additionally, | was responsible for cre- 
ating the production process through 
which the insane quantity of animation 
and other art made its way from the 
artists to the game. 


How was the game engine developed? 


| spent about 3 months designing and 
coding by myself, at which time | was 
able to hire 4 additional programmers. 
Then we all worked together to imple- 
ment all of the mechanics (crumbling 
platforms, burning branches, etc.), spe- 
cial effects, and player control. 


Is there any technology that you're 
particularly proud of? 


I'm particularly proud of the skinned 
animation system we created, but I'll 
talk about that later. We also created a | 
completely configurable particle system I 
for doing special effects. It allows us to 
create real-time versions of particle- 
based effects, which are commonly 
used in pre-rendered computer graph- 
ics. Everything from fire to bubbles to i 
blood is just particles with different i 
physics, colors and textures. They're | 
extremely versatile. 


Tell us about Morph-X. 


Morph-X is the "marketing name" for 
the skinned animation technology that 
we created for The Lost World game. It 
allows us to create creatures that are 
made of one single polygonal skin, 
rather than the segmented, "rotating 
limb" characters in other games. When 
our dinosaurs move, their skin actually 
stretches and bends to conform to the 
movement. It also allows us to give the 
player immediate control by morphing 
from one action to another as soon as 
the player presses a button. This cre- 
ates a seamless motion that helps 
make the character feel alive. Because 
we are able to do all of this in real- 
time on the PlayStation, it gives us 
incredible flexibility, and allows us to 
bring the artists' work into the game 
with the maximum fidelity. 


There are five different characters the 
player must choose from. Does the engine 
change from character to character? 


We technically use a different engine 
for each character, but it's only to make 
more room for animation by eliminat- 
ing mechanics which are not used for 
certain characters. For example, the 


falling stalactites are only 
present in the hunter levé 
so we don't need to ` 
include them in the 
engine for the Compy, 
while something like 

the dragonflies are 
required for the 

Compy but not for 

the hunter. Other 

than the space sav- 

ings, the engines 

are identical. 


How do the engineers 
interact with the other ` 
parts of the development 
team? 


The goal of our engineer- 

ing effort was to allow our 
artists to work as they would on 
a non-interactive project without 
sacrificing gameplay in the prod- 
uct. In meeting that goal, we all 
had to work extremely closely 
with the rest of the development 
team to understand how they 
worked and to help them under- 
stand the limitations of the plat- 
form without placing any unneces- 
sary burdens on them. We also 
worked closely with the game 
designers to make sure that the 
technical implementation of the 
product meshed with their vision 
of the gameplay, tuning and re- 
tuning things until everyone was 
happy with the result. 


What types of code make up the 
game engine? 


The Lost World: Jurassic Park is writ- 
ten entirely in C and C++ with a 
lot of hand-optimized rendering 
code to make things animate as 
smoothly as possible. 


Is insomnia a requirement for being 
a Lead Engineer? 


Quite the opposite actually. As you 
never know exactly when you're 
going to find the time to sleep, 
you need to be able to sleep 
whenever you get the chance. 
Throughout most of the latter half 
of the project, we were working 
pretty extreme hours. My personal 
work week was usually over 90 
hours (that's TWO work weeks for 
a normal human being). | needed 
to be able to feel rested after 4-5 
hours of sleep. 
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What's you favorite Spielberg movie? 
Why? 


Probably the first Jurassic Park. Before 
that film was released, ! don't think peo- 
ple had any sense of the scale of 
dinosaurs and of their existence. 
Everyone reads books about dinosaurs 
as a child, but Jurassic Park instilled an 
incredible sense of wonder with respect 
to dinosaurs, which really couldn't be 
created in any other way. I think the film 
helped give people a greater perspective 
on their place in the world and its histo- 
ry. Plus, | think Laura Dern is a babe. 


LEAD TEXTURES, 2D 
BACKGROUNDS, AND 
VISUAL DEVELOPMENT: 


MATT HALL 


To say that 
Matt does 
great artwork 
کا‎ an under- 
statement. To 
say that you 
feel as though 
you could 
actually step 
into his visions 
of dinosaurs in 
a tropical set- 
ting is getting a bit closer. Matt created 
artwork so lifelike and realistic, as you 
walk down the halls outside his office, 
where his concept art adorns the walls, 
you have to do a double-take to make 
sure that isn't really a T-Rex looking 
over your shoulder just now. 


What are your responsibilities as Lead 
Engineer? 


I basically do the conceptual work and 
the character design of our dinosaurs. 


And as far as backgrounds, | did the 2D 
backgrounds. There was a lot of con- 
ceptual art in the beginning. The con- 
ceptual art captures the look and feel 
of the game. 


Do you generally do all of your artwork 
on your computer? 


| spend half my time in Photoshop and 
devote the rest of it to Fractal. | sort 
of split my time between those two 
programs. 


Where did the basic look and feel of the 
game originate? 


We actually try to make sure that the 
dinosaurs are anatomically correct, 
especially for this title. So we begin 
with the skeletal structure, based on 
what paleontologists have given us. 
What I do is start from the bones and 
their structure, and then I apply the 
muscle texture over the top, so | sketch 
out what the muscles will look like. For 
instance, with the Allosaurus, | began 
with a skeleton and then | began to 
sketch the form over the top of that, 
and then reconstruct the dinosaur. And 
| read a lot of dinosaur books. | did a 
LOT of research. So these are not imagi- 
nary creatures. We hope that we're very 
true to what they may have looked like, 
at least in form. As far as their color 
goes, well, no one knows. We do have 
indications of what the skin texture was 
like from skin impressions that have 
been fossilized. We also know pretty 
well what the muscle structure would've 
looked like based on living animals that 
we have around today. 


$o how did you come up with the skin 
tones? 


For the skin tone, as far as the color, 
we had no idea whet color they were. 
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We don't even know exactly 
what their environments ` 
were. I’m sure the envi- ` 
ronmental colors had a 

lot to do with what 

the skin looked like. 

So what we've 

done is sort of a 

similar approach 

to what the Stan 

Winston studio 

took with it, which 

was to make these 

dinosaurs look very 

similar to what you 

would see today, in 

terms of coloration of 

the species of the 

world. Male dinosaurs 

were believed to be very 
vividly colored, because 

that's just the way it happens in 
nature. So, that's the approach we 
took; it's all based on what the 
paleontologists have said. 


Which paleontologist(s) did you work 
with? 


We did use a guy named Don 
Lessum. We call him "Dino Don." 
We actually had him take a look at 
all of our dinosaur designs, and 
the way the dinosaurs moved. | 
think he was sort of surprised at 
how accurate we were, and he 
gave us the thumbs up. In fact, he 
has been using our dinosaur 
designs in a traveling exhibit to 
various museums around the coun- 
try. The exhibit opened in New 
York, and we have our art travel- 
ing with that particular exhibit. It 
was encouraging to hear that 
dinosaur experts were already 
embracing our designs and were 
confirming that we were on the 
right track. 


What are you most proud of about 
the artwork you've done? 


Of all the artwork I've done that's 
tough. Well, I will say that | enjoyed 
the conceptual work, because there's 
a lot more freedom in terms of 
image size, resolution, and so on. | 
was able to do some magazine cov- 
ers. That was a lot of fun! The thing 
that I'm most proud of is that the 
textures on the dinosaurs worked. 
It's fun to play with these dinosaurs 
and see my paintings moving 
around. Now that's kind of exciting! 
Of course, most of why that's so 
exciting to look at is because of the 
3D animators; none of it would 
come to life if it weren't for them. 
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One of the things I’ve noticed in talking 
with everyone here is that, even with each 
individual great element of the game, it 
wouldn't be so great without this or that 
other person. Everything seems to have 
come together because the team is so 
unique and talented! 


Everyone’s role is vital. | don’t think 
there’s anyone who is insignificant in 
their contribution. | know | learned a 
lot from all these guys. This has been 
a great experience for me. This is my 
first game and my first DreamWorks 
project. 


I see there’s a picture here of the T-Rex 
swimming. | can’t imagine him even 
being buoyant, he seems like he would 
sink like a rock! 


| imagine him swimming like an alliga- 
tor. You wouldn’t think of an elephant 
being able to swim, but they speculate 
that the larger dinosaurs, the 
Sauropods, were able to swim. In fact, 
they have proof! They've found track- 
ways where the giant, long-neck 
Sauropods were pushing just their 
front feet along the bottom, almost like 
a giant gondola or something! So they 
definitely were buoyant and they could 
swim. If you’ve ever seen an elephant 
swim, it’s not too pretty! 


Was there any new technology involved 
that you'd like to talk about? 


| used 3D Studio Max. There was a 
plug-in called 4D Paint. What | would 
do is open the low polygon models in 
3D Studio Max and then, with the 
plug-in, | was able to paint directly on 
the dinosaurs to apply the skins. So 
what ۱ did was break up the dinosaur 
into sections; the legs, the torso, etc. 
We broke it up into maybe eight or 
nine maps, whatever it took to get a 


good grouping of textures. And then to 
make those seamless, | took them into 
4D Paint and touched up the edges of 
those maps and the edges of those tex- 
tures to make sure that they were 
seamless. That’s why when you see the 
dinosaurs in the game, you don't see 
any transparency or stripesnothing 
overlaps. It all looks very natural, and I 
used that program to do that. 


What's your favorite Spielberg movie? 
Why? 


I think I'll always love Raiders of the Lost 
Ark. | think it's the perfect adventure! 
But | also love Jaws, so it's probably 
between those two. 


3D BACKGROUNDS: 


DIMITRI 
ELLINGSON 


Dimitri 
designed 
many of the 
breathtaking, 
beautiful, and 
stunningly 
realistic 3-D 
backgrounds 
and environ- 
ments. After 
speaking with 
Dimitri about 
the thought process that went into 
creating the environments, l realized 
why playing the game felt so natural. 
It’s like stepping into Hawaii every 
time you turn the game on. The light, 
the time of day, the size of everything 
surrounding your characterthey're all 
factors that make the game seem so 
realistic. 
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How does a 3D artist creat 
the 3D environment and ` 
ultimately realize the ; 
designer's vision? 


For this project in 

particular, the back- 

ground artists have 

to do more design 

work because our 

designers don't 

know as much 

about the 3D 

process as 3D 

artists. So basically, 

the way that we 

work is that the 

designer will come up 

with the concept. We 

have to physically lay out 

that concept in 3D and create 

the stage that his design is going 
to fit into. And after we get 7596 
done, we'll give it to the designer 
and he'll start placing a lot of 
objects within that scene. So that's 
the last part of the process, and 
most of that is just going back and 
forth between the artist and the 
designer. But the designer ultimate- 
ly does all 2D work. 


So from beginning to end, how does 
the whole process go? 


We've gone through a few differ- 
ent processes, but I think the best 
way that we've found is to have 
the designer give us a schematic 
sketch on paper, usually graph 
paper. This serves as a rough lay- 
out, which shows where jumps 
are important, areas where 
dinosaur encounters will take 
place, and the rough order in 
which things happen. It would 
also show where secret items 
might be. More often though, it's 
more of a sketch. And we have to 


translate that into a geometry 
and lay that out and space every- 
thing so that the jumps are the 
way the designer wants them to 
be. The designer will take it away 
later and tweak it to make it 
exactly the way that he wants it. 


Did you go out into forests and other 
areas for inspiration? 


Yeah, actually, we got a whole 
source book. We went to the 
Huntington Gardens, our anima- 
tors went to the zoo and observed 
the animals walking and moving. 
One of our 2D background artists 
actually went to the film location 
site, where he watched them film 
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for a little while and took a lot of site 
location pictures, which we’ve been 
using for our artists. 


Did you get to see any of the Stan 
Winston puppets? 


Oh yeah. We visited Stan Winston’s 
studio early in development to see 
what was going on, maybe a week 
before they actually sent the models 
out onto the site. It was really inter- 
esting to see how far they've come, 
but that was more for personal 
interest! 


What aspect of the artwork and the 
backgrounds are you the most proud of? 


That's really hard to say, but | think it 
was the general realistic feel. We tried 
to make it as realistic as possible. From 
the beginning, we came up with a 
schematic of how we wanted to lay 
out the scenesdown to the time of day 
as the person progresses through the 
game. For example, the first Compy 
level is kind of a peaceful home, and as 
it progresses, it turns more into chaos, 
and gets closer to dusk and the light 
changes. We had to work out a lot of 
lighting issues. We worked a lot with 
Matt Hall, who was our artist on that. 
So basically, the general feel is what 
I’m most proud of. Like for the first 
Compy scene, we wanted it to feel 
very close in order to make the player 
feel small. We had to really accentuate 
size. If you’re playing a larger dinosaur, 
you should feel like you’re really big, 
but with the Compy, you'll feel that 
everything is stuffy. 


What type of technology was used to 
create the 3D backgrounds? 


We used a handful of custom tools for 
3D Studio Max, tools which were more 


based on x-coordination relative to 
PlayStation hardware. We actually have 
one tool we're still working on, which 
will go into the next project. It's a 
radiocity-based lighting technique. 
We're still tweaking it, but for the most 
part, we've had to light everything in 
the game through lighting vertices, 
and that's something that hasn't been 
used a lot in games. It’s not rendering 
on the fly, it's similar to a pre-render- 
ing process like they've done in Quake. 
Those are then mapped onto surfaces 
in real-time. But something that we've 
done that's actually caught on in the 
last year or so is x-lighting. That's a 
technique where you light the vertices 
over the texture map, and it creates a 
false sense of lighting on a surface 
level in real-time. With that, they'll ask 
the artist to go through and paint the 
shadows, paint darker edges and 
crevices, and just get that realistic feel- 
ing. If you had seen some of the work 
we did back in that first week, it does- 
n't compare because we've had all of 
these tools written for us through the 
process. 


What is the Background Art group's goal, 
and how do you work with the Design 
group? 


We design an environment that feels 
fun to explore, whereas the designers 
will work with us and make that envi- 
ronment fun to play. So we basically 
work hand in hand. They'll design the 
natural game elements and we'll 
design the geometry element, which 
basically makes the game even more 
fun. So even if there's nothing 
happening in actual gameplay at a 
given moment, usually players will still 
feel there's a lot more to the game 
because it's at least interesting. 
They're encouraged to explore and 
find new things. 
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What's your favorite Spielber 
movie? Why? . 


I don't know. | tend to 
like his serious movies 
better, like Schindler's 
List. 1 don't get into 
the lighter movies 

as much. I’m par- 

tial to the story- 
intensive films. 


DESIGNER: 


PARKER 
DAVIS 


The last 
three levels 
of the 
game are 
very fast- 
paced and 
intense. 
The final 
face-off 
between 
you, the 
human 
prey, and (gulp) THEM, the 
Tyrannosaurs! Parker is the Designer 
of the Human Prey levels and talks 
about what being the object of a 
T-Rex’s desire is really all about. 


What does the player have to look 
forward to? What are some interest- 
ing points of the Human Prey levels? 


| think the player has to look for- 
ward to an ultimate challenge, and 
that is facing off with the T-Rex 
and surviving. In the previous 


level, you play the Raptor, you play 
the T-Rex, and you play the Hunter 
character fighting the Raptor. But 
now, you have to escape the T-Rex, 
and that’s a bad situation. It pre- 
sents a big challenge. Inthe ک‎ 
Human Prey levels, there are two 
major levels and then the boss 
level. But there’s a big surprise at 
the end. 


Throughout the two levels, you're 
running away from this big T-Rex. 
And there’s a special game mechanic 
where you shoot flares out of your 
rifle, and that distracts the T-Rex, 
sort of like part of the first Jurassic 
Park movie. He'll go running off to 
chase the flare, which allows you 
time to dodge the Rex for a while. 
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So you use the piton cable to jump over 
obstacles and the Rex in order to escape. 


There are some other tricks that you 
can use. In addition to using your piton 
and flares, there are incendiary 
grenades that can blow up certain 
obstacles in your way. There are big 
spikes surrounding your hunter camp to 
sort of ward off the dinosaurs, but 
they’re not very effective against the T- 
Rex. You can smash through those with 
your grenades if you’re not trying to 
swing from them, because they're very 
dangerous. Or, you can shoot your flare 
over the spikes and get the T-Rex to 
break them for you. And then, when he 
comes running back toward you, you 
could dive or roll underneath him. 
That's a trick that astute players will fig- 
ure out, and there are a lot of different 
ways to navigate these levels. But for 
the first-time player, the scenes are 
incredibly challenging and kind of scary. 


When you get to the Graveyard, not 
only are you going to be spending your 
time trying to get away from the T-Rex, 
but now you have a ton of Raptors 
coming after you at the same time. If 
you survive that leveland that level is 
definitely harder than the firstthen you 
find yourself on the ship deck, just like 
in the finale of the film. You've got this 
rampaging T-Rex walking back and 
forth on the deck of this ship. And 
there’s a superstructure of the ship 
which you can use your Piton on. You 
could try to dodge him, but there’s no 
real place to run. It’s a very confined 
area, so you really be good at using 
your flares, using your piton to swing 
over his head, diving underneath him, 
and using the weapons you have to 
finally defeat him. 


We finally give you enough firepower to 
defeat the RexAND, if you’re lucky 
enough to defeat him, you get a big sur- 
prise: There’s another T-Rex that you 


never saw throughout the entire game! 
And it's BIGGER, darker, and more omi- 
nous T-Rex than the first. It's pretty over- 
whelming, but we thought that that 
would be a big climax, and it's pretty fun. 


What about these levels are you the most 
proud of? 


| would have to say that I'm most 
proud of that ship deck design. It's a 
very encapsulated, very confined area, 
and a very simple level in terms of play- 
ing it out. But yet | fell it’s an elegant 
design in that way. Everything's rock- 
ing, and as it rocks, you slide and the 
floor becomes slippery. There's just 
three simple platforms above your 
head that you can piton from. It's just a 
very simple layout. It's so fun to have 
the T-Rex running back and forth 
below youhe's just this huge guy. The 
ship's rocking and everything, but yet, 
if you remember the skills that have 
been taught throughout the Hunter 
levels, you should be good enough to 
defeat the Rexes. 


So as the designer, how do lay out each 
level? 


The way that the artist and | work 
together is that I lay out the path, and 
then the artist goes in an basically 
builds 3D Geometry around that. And 
then we work together to fine tune 
everything until we have it looking the 
way we want it. What | actually created 
were really bad designer graphics and 
dummy geometry, like big boxes and 
cubes and things. ۱ also kind of created 
the look of the bridge and the ship, like 
the crates strewn around. | could really 
quickly run around in that on my devel- 
opment system and get a sense of 
space. Then | hand that to the modeler, 
who shakes his head with dismay at my 
artwork, and then throws it away! 
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(Laughs) But it serves as a 
framework for what the ` 
level will look like, and 
that was a fun process. 


So everything is 
fine-tuned, so you're 
always on the edge 
of your seat? 


Oh definitely! We 

had the idea that it 

be similar to a 

force-scroll, but the 

scroll is technically a 

person. But you 

know that in most 2D 
side-scrolling games, if 

the edge of the screen 

catches up with your char- 

acter, he'd die? Well, the T- 

Rex is your force factor. He 

forces you to keep running and 
will catch up with you if you don't. 
So even though the screen doesn't 
move by itself, you've gotta’ move. 
That was sort of inspiration for the 
gameplay. We really wanted to 
keep the player going. There's no 
chance for the player to just sit 
and take a breather at the end of 
the game. 


What's the process for designing the 
levels from the very beginning? 


What we actually did was start out 
with all of the storyboards we story- 
boarded a lot of the ideas for 
gameplay; like what types of envi- 
ronments we'd have and the types 
of dinosaurs in those environments. 
We had the storyboard artists go 
through and draw out these really 
elaborate scenarios of what the 
gameplay might be like. It was real- 
ly inspirational, a great starting 
point. I'd look at those storyboards 
and get some great ideas. And at 


that point, we really just used 3D 
Studio Max on the PC, and the 
designers just jumped into that 3D 
development I was describing. The 
whole project was going on for 
more than a year, but really full tilt 
this last year. 


What was the main design focus? 


We really wanted to capture the 
interaction of the dinosaurs and 
maintain very high production val- 
ues within animation and environ- 
ments. The environments are very 
original and highly detailed, and 
we wanted to focus on very simple, 
very elegant gameplay. We didn't 
really have a million different 
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gameplay mechanics. Really, we just 
focused on the gameplay interaction 
and tried to make it as tight and realis- 
tic as possible. And | think it really 
shows, like in the dinosaur behaviors, 
for example. The animations and 
behaviors are very elaborate. These 
dinosaurs LOOK very realistic because 
they’re moving around in their envi- 
ronment, and they have little manner- 
isms, like when they pick up their 
heads and sniff the air or when they 
turn around. They really look like 
they're alive! When I was designing 
the Human Prey levels and playing 
with the T-Rex all the time, | really got 
to see his personality! When you shoot 
that flare, he really looks like a big 
doga big nasty dogbut he goes chas- 
ing after the flares like "fetch." He real- 
ly seems to be alive. 


So the players are going to feel like they re 
in the movie? 


Oh yeah! I think that was the ulti- 
mate intent! And I think that people 
will be surprised that this is a 
PlayStation game! Especially in how 
realistic it looks. In terms of 
videogames, | think it has really come 
a long way. Everything is just very 
rich in this product. For a really cine- 
matic moment, there's nothing like in 
the Human Prey level, where you're 
running to get to the next platform 
and the Rex is literally RIGHT behind 
you, onscreen, right up close. The 
texture is great, the animation is 
great. At that moment, the adrena- 
line is pumping, your heart is beat- 
ing. It's cinematic in that you're just 
completely caught up in the experi- 
ence of it. You'll be sweating bullets! 
And you're actually going to be 
frightened in the end when that sec- 
ond Rex comes out. Definitely! 


DESIGNER: 
JUSTIN NORR 


Justin is the 
designer of 
the 
Velociraptor 
and Hunter 
Levels. The 
surprising 
thing about 
these two 
characters is 
that, although 
they would 
obviously be natural enemies, they 
are, in essence, the same animal. They 
are both vicious hunters. Justin 
explains the thought that went into 
bringing the two characters to life and 
surviving their deadly surroundings. 


What does the player have to look 
forward to? What are some interesting 
points of the game? 


Well, ۱ think it would be “What's next 
in the game?” We have five main 
characters that you play the game 
through, and when you're on a roll 
and you finish a level, you're asking 
“what's next?" It's like having 5 mini- 
games in one. You have different 
moves going on with each of the dif- 
ferent characters, different control 
sets, and different enemies to interact 
with. Some cross the board, some of 
them overlap into different levels. 


But that's the unique attraction of the 
game. There are tons of different envi- 
ronments, so you want to see what's 
next, see what's new, and it's fun to 
play the new guys, and figure out the 
new character. ` 
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What fun elements can be 
found specifically in the 
levels you've designed? 


Specifically what's fun 

in my levels? With 

the human levels, 

it’s pitoning 

around, using the 

piton to find new 

stuff, going under 

the sides of things 

and finding a lot 

of secret areas. 

There's a lot of 

secret stuff to be 

found. In the Raptor 

levels, the most enter- 
taining aspects are 
probably seeing how 

many times you can bounce 
off of guys without hitting the 
groundit's fun little things 
like that. 


Did you design anything into these 
levels that will challenge the player 
to replay them? 


Getting the DNAthat's one of the 
challenges we issue to the player. 
Try to become a PREDATOR or, 
the highest skill ranking is SAV- 
AGE. If you're SAVAGE in a level, 
you've conquered that level, 
you've completed it the best way 
it can be done. The trick to get- 
ting SAVAGE is to destroy every 
enemy. Some levels have “enemy 
generators,” so you have to stand 
there and destroy a LOT of ene- 
mies. The other requirements are 
to finish the level with full health, 
do not die in the level, and get 
the DNA. Also, doing really well in 
each level will open up the Image 
Galleries. 


What are the Galleries? 


With each of the five characters, 
as we were doing the concepts for 
the game, we designed and drew 
up a lot of storyboards. If you get 
all of the DNA in each of the lev- 
els, it gives you the password to 
open up a little photo gallery that 
has ten or fifteen great pictures of 
the concept design and 3D mod- 
eled characters. If you go through 
and get all of the DNA Keys, you'll 
get five different galleries to look 
through. And if you get ALL of the 
DNA in the WHOLE game, it 
Opens up the secret ending. 
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What are the most difficult aspects or 
points of these levels? 


Getting the DNA and all of the hidden 
stuff, and there’s a LOT of hidden stuff! 


You're not going to be able to get all of 


the DNA until you master the levels. In 
the Raptor levels, I'll be challenging 
you to flip off of a guy to just the right 
height at just the right place. In the 
Human levels, you'll have to piton 
under something to reach some crazy 
places, and you'll have to be really cre- 
ative with your piton. It's pretty tricky! 


Process for designing this set of levels? 


You start by conceptualizing the game: 
what the game's going to be about, 
who you'll be playing. In this case, we 
came up with five different main char- 
acters you're going to play as. Then we 
figure out what environments you're 
going to play in and who you're going 
to be encountering in those environ- 
ments. From there, we break it down 
into what the enemy dinosaurs are, 
what environments you're going to 
encounter them in, and where the 
environment is going to come within 
the game so we can do a difficulty 
breakdown. At that point, we know 
where it’s going to fall in the game and 
how hard to make it, what enemies are 
going to be in the level, and then we 
make the level. We try to put as much 
fun stuff in there as we can, and we do 
a lot of fine tuning. 


What's the most challenging aspect of 
level design? 


A lot of times, when you're conceptu- 
alizing a level and creating it, the ene- 
mies don’t work yetyour main charac- 
ter doesn’t work yetyou have to do a 
lot of conceptualizing and guessing. 
You have to do a lot of tweaking and 


work with it until the gameplay is 
tight. You keep making it work better 
and better, but that’s the later part of 
the process. Once you've conceptual- 
ized everything and implemented it, 
everything's there, and then you 
tweak it. 


What's your favorite Spielberg movie? 
Why? 


Indiana Jones—ya' can't go wrong! 
Why? 'Cause it's Indiana Jones! It keeps 
you goin'! My favorite thing about a 
movie or a game is that it keeps you 
goin', it keeps you on the edge of your 
seat, it's got action, no holes. It's the 
best! 


DESIGNER: 
RANDY OYLER 


Randy is the 
designer who 
brought 
incredibly and 
uncannily real- 
istic life to the 
Compy and 
T-Rex. These 
levels provide 
the fantastical- کت گے‎ 
ly fun and very ` "m | 
drastic contrast of playing as a tiny, 
mischievous dinosaur and the thunder- 
ing, colossal King of the Dinosaurs! 


What does the player have to look 
forward to? What are the interesting 
points of the game? 


Being able to play the T-Rex. I think 
people will be amazed with the anima- 
tion and control of the T-Rex. It’s the 
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closest thing we can get t 
what we see in the movie 
or on TV. The way he ` 
moves, the way he’s 

able to eat enemies, 

the interaction 

alonel think the 

players and kids 

are just gonna’ 

love it! Being able 

to play a T-Rex is 
something that 

kids will want to 

do. Being able to 

eat Humans and eat 
Raptors, being able 

to totally ravage and 
destroy everything, it’s 
very satisfying! The 
organic backgrounds, how 
realistic everything is, and 

the whole experience with the 
music and sound effects are also 
big highlights. 


What about the Compy and T-Rex 
levels are you the most proud of? 


I’m very happy with the way the 
characters were created and ani- 
mated in terms of their movement 
and in their tight gameplay con- 
trol. | also like the elaborate art- 
work, the backgrounds, the multi- 
ple caves, branches, and areas 
that you can explore; it’s all a little 
different than many of the games 
that are out there. | love the T-Rex 
just because he's the T-Rex. He's 
just so cool. The sound in the this 
game is the most incredible, real- 
istic sound I've ever heard in any 
game. | definitely like the explo- 
ration that is in the game, espe- 
cially in the Compy levels. T-Rex is 
a little more sparse in terms of the 
branches, but being able to play 
the T-Rexeat things, throw 
thingsthat's what | like best. 


What are the most difficult aspects 


-or points of these levels? 


Probably just being bombarded 
with lots of different enemies. You 
have to really stay on your feet. 
You can't blink for a moment, or 
you could die. You've got to really 
stay on your toes and constantly 
be eating, being very fast. Try to 
learn everything as quickly as pos- 
sible in the early levels, because 
you're going to need it in the later 
levels. You need to build on your 
skills because the game will ramp 
up in difficulty as you go through. 
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Process for designing the levels? How long 
does the process take? 


When | first got here, they introduced 


me to a product called 3-D Studio Max. 


It's a 3D modeling program, and we 
have engineers here who have created 
custom plug-in tools for it. Basically, 
what VII do is work with the artists and 
create a "simple spline." That's another 
word for a line, a simple layout of how 
the level would be. Once we write 
down what type of obstacles and 
mechanics are going to be in this level, 
what type of things we're going to 
throw at the player, we go to the 
artists and have them create these ani- 
mations and art. That's just for the 
mechanics side. For the terrain, | give 
them a template. They take that tem- 
plate and make a beautiful geometry 
out of it, beautiful artwork. Once that's 
done, | change things, tweak things, 
and start adding elements as they 
become available. It's definitely a long 
process. 


How do the other parts of the 
development team relate to the 
design production? 


| work in a 3D modeling program, cre- 
ating basic 3D splines and levels, and 
then I hand it off to the artists who, 
create the fancy-looking artwork and 
what you see in the final product. Then 
we go back and forth on that. ۱ also 
work closely with the programmers, 
who work in mini-teams. Our relation- 
ships are very important. 


What's your favorite Spielberg movie? 
Why? 


Wow, it's kind of tough to choose. I 
think I'd have to say Jaws. It had sus- 
pense, a great story, the acting was 
great. Yeah, definitely Jaws. 


LEAD QUALITY 
ASSURANCE: 


DAIVION TRIPODI 


A tester is 
someone who 
plays the same 
game over and 
over, looking 
for problems 
or "bugs," and 
reports them 
to the pro- 
grammer (or 
engineer) so 
the game will 
be as close to perfect as it can be for 
release to the public. Damon explains 
the life and loves of a Lost World Tester. 


What are a Tester’s responsibilities? 


It's gonna' vary from project to project. 
If it’s a console project, like the 
PlayStation, it has to meet Sony's 
guidelines and standards. Console 
products area tested a lot more strictly 
than some of the other products that 
we have. 


And in essence, what does a tester 
do all day? 


(Laughs) They play the game all day! But 
they play it all day, they play it all week, 
they play it long hours, they play it into 
the weekends for several months. So it 
can tend to be boring. It's been nice on 
this project because it hasn't been boring. 
It’s a good product. We've had a lot of fun 
with it, and we've had a lot of fun work- 
ing with the team that has put it togeth- 
er. Again, as a console product, it's being 
tested a lot more strictly. We log EVERY- 
THING we find; every little graphics prob- 
lem, every camera angle problem, is it 
showing you too much or too little? 
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We log problems for both 
gameplay reasons and aes- 
thetic reasons. For exam- ` 
ple, in terms of game- 
play, the game could 

be showing you too 

much of the plat- 

form you need to 

jump to. Or, in 

terms of aesthetics, 

it could be show- 

ing too much 

graphics, causing 

the PlayStation to 

slow down. There's 

a lot of that, but you 

also have to go back 

and forth with the 
designers about the 

bugs. "Well, we kind of 
meant for this to be more of 

a leap of faith," or something 

like that. So they're doing a lot of 
tuning, commenting on gameplay, 
and suggesting things. They're 
completely free to do thatfinding 
problems with it, narrowing down 
any bugs we have, reproducing 
them, and logging those findings. 


A "bug" is a problem in the game 
which needs to be fixed. How do you 
know when you've found a bug? 


That is always a question that is up 
for debate! That has to be defined 
by the team that is working on it, 
by the designers, and by the com- 
pany as a whole. It all boils down to 
the opinion of the testers them- 
selves and what they feel is a prob- 
lem. It could be something they 
don't like, but somebody else could 
like it. Even if others like it, they can 
still log it saying, "I don't like this!” 
Sometimes we may bring in other 
people to say, "Hey, what do you 
think about this?" That happens a 
lot, especially with gameplay bugs. 


A tester may log a bug that says, “I 
can't see this platform and it's really 
frustrating." The designer may say, 
"| meant to do that, it's supposed 
to be that way. You're not really 
supposed to know what's down 
there." And the tester can say, 
"Well hey, | think that's a problem. | 
think most people will really not 
know what to do and get really 
frustrated and jump, then maybe 
miss it or hit it." And then someone 
else may agree with the designer 
and say, "But I think that's cool, 
too! You should leave it!” We also 
bring in people to watch them play 
the game and listen to what they 
think. They'll ask me “What am | 
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supposed to do?” But ١ can’t tell them. | 
just watch to see what they do without 
any help. 


People tend to think testers are people 
who play games for a living. What does 
a tester do? 


People seem to think testers are game 
geeks, they’re losers, and all they do is 
play games all day because that’s all 
they can do. Granted, we do bring in 
people like that! (laughs) We bring 
them in just for that purpose; because 
those type of people are highly experi- 
enced game players. Sometimes when 
they come in, they play the game and 
just blab, “Yeah, this is stupid. This 
could be better.” We take a lot of it 
with a grain of salt and say, “Well okay, 
maybe we should change this,” and 
“this could be a little bit better.” 


We try to video tape as much as we 
can, because we do some stuff that we 
have to try to narrow down. We play it 
back in slow motion and say, “Okay, | 
was swimming here and that thing 
fired there.” Sometimes it’s so precise, 
you have to watch it in slow motion 
and see that, “The T-Rex hit you at 
EXACTLY the moment that you fired, 
and the bullet hit the other guy on the 
other side, and then the flare was 
HERE...” Ya’ know, sometimes all this 
stuff happens at once, and then the 
bug happens. 


What skills do you need to become a 
tester? 


Communication and writing, the ability 
to work long hours without getting 
bored, a very creative person. That's 
something that | look for, because it 
takes a creative person to get in the 
mindset of the different types of peo- 
ple who will be playing the game. Like, 


how would a young child go through 
the game? How would an older adult 
play the game? They have to try all of 
the different strategies through the 
level. Everybody kind of comes up with 
their own, and then variations of those, 
and they try to find any problems that 
could arise from all these approaches. 


To be a good tester, you need a lot of 
gaming experience, a lot of gaming 
interest. But more importantly, very 
good communications skills, very good 
English and writing skills, high attention 
to detailespecially for a console product. 
Being able to see stuff and know exactly 
what you've done, know exactly what's 
going on, know exactly where every- 
thing is, and be able to do it again, to 
repeat it exactly the way you did it the 
first time is very important. 


Why are testers so important to the 
development process? 


From the development side, a lot of 
people think it’s not needed. The pro- 
grammers will say, “I tried that already. 
| went through and I checked it.” Or “I 
tested that out already.” But it always 
helps to have a second pair of eyes. In 
our Case, several second pairs of eyes! 
And in fact, we bring in people to look 
at it for additional security. Everybody 
goes through differently. The program- 
mers don't have the time to go 
through and check EVERYTHING. They 
do go through and check for the major 
stuff right awaythose obvious problems 
don’t even make it to us But they don’t 
find all of the really bizarre things, like 
what happens when | swing over here 
and hit this thing, and then, oh look, | 
get bumped off-screen! We find the 
very weird scenarios that happen often, 
but only show up after you've played 
the game for several hours. 


Did you submit any sugges? 
tions which made it into the” 
game? ظ‎ 


There were a lot of 
suggestions submit- 

ted, but it gets all 
jumbled up in the 

whole process. In 

the way our team 

has worked, at 

least, it’s been real- 

ly cohesive. It’s just 

been a real collec- 

tive effort. I'm really 

not aware of any one 
thing in particular that 
anyone's really proud 

of. | could be wrong, but 
offhand, none that | can 
think of. For me at least, 
everything's a wash! (Laughs) 


Do the testers have aspirations of 
moving into producer, art, or design 
roles? 


Many of them are interested in the 
design process. Again, they can 
suggest many things and go, "Hey, 
this might work better by moving 
this over here." | think we have 
quite a good range of people. 
Some want to move on to design- 
ing, and some want to produce, 
and some even have game ideas of 
their own. Others just think this is 
really cool and a lot of fun, and do 
it very well, but want to make 
movies or something else. | think 
we have a real creative group 
whose talents are really diverse. 


What are your favorite levels to play, 
and characters to play as? 


That's probably a very personal 
opinion for each tester. | enjoy 


playing, well, ۱ like all of them. 
Some of my favorite ones just to 
look at, pretty levels, are the open 
area ones. There is a Raptor level, 
Raptor Ravine, where it just really 
looks pretty, there are some really 
cool textures there. There are 
parts to levels that I really like. 
Actually, in the first Raptor level, 
The Way Out, there’s a texture 
there that I think is really cool. In 
the background of the complex, 
there's sort of a rusted metal grate 
thing that I think looks really cool 
as you run by it. 


My favorite levels to play are all 
three of the Human Prey levels, 
the end levels. I think the energy is 
there, they're the final levels, it’s 
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all boss levels, you’re just goin’, and 
you've got all the characters in there. 
The T-Rex is eating the humans as 
you're running through the camp. But 
this time, you're the hunter. The final 
level is when you finally get to kill him, 
or heror it? l'Il just play those for fun if 
| have the time to. 


What do you enjoy most about the 
Dreamworks test lab? 


| think the environment here for test is 
definitely different than at other com- 
panies. In terms of respect that the 
testers may or may not receive and the 
overall impression of what they do, or 
what people think of them, | think the 
test teams are very highly respected 
here. And the production teams do 
understand the importance of respect 
and they do listen to us. They may not 
always do what we like (laughs), but 
they do seriously consider the things 
we say. It's not overlooked, and I think 
that’s a real benefit. Like | said, it's 
been a real collaboration of everyone. 
We really just worked together. ! think 
that's something really specialto this 
project and to this company. 


What's your favorite Spielberg movie? 
Why? 


Wow! (long pause) I have to answer 
that | don't have a favorite movie, peri- 
od. Just like | don't have a favorite 
color. | don't have a favorite this, | 
don't have a favorite that. (laughs) 
There are aspects of these films and 
aspects of other people's films that | 
really like. But there are some as a 
whole that I think are incredibly awe- 
some. There are a couple of collabora- 
tive efforts, like the Indiana Jones 
movies and stuff like that that | really 
like. But as a whole, | don't think 
there's one that really stands out for 


me. And there are some ۱ will watch 
over and over again. It depends on my 
mood. Sometimes, ۲۱۱ go see Lost World 
or something, just cause ۱ want to see 
dinosaurs eating people, an action 
movie. Or sometimes I'll go for some- 
thing totally on the other side, like 
Schindler's List, which was just excellent 
and so powerful. 


MUSIC COMPOSER 
AND ORCHESTRATOR: 


MICHAEL 
GIACCHINO 


Having been 
designated "A 
Young John 
Williams” by 
Steven 
Spielberg, 
Michael 
Giacchino is 
the musical 
mastermind 
behind Lost 
World's spec- 
tacular musical score. Not only did 
Michael spend six months developing 
and composing the score, he organized 
its production and recorded it in a 
church with a live symphonya tri- 
umphant first for the video game 
industry. Michael tells us all about the 
brainstorming process, the composition 
itself, and much more! 


RETA 
Rowe 


Please tell us what the musical 
composition process is from 
beginning to end. 


In the very beginning, what they did 
was give me about 500 pages of story- 
boards. There were a lot of black and 
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white drawings, which the 
put in a book format. So ` 
they gave me this really — 
thick book, which was 
almost like a comic 

book version of the 

game. You could 

actually flip 

through the pages 

and follow a char- 

acter's life through 

their levels. You 

could see, for 

example, that the 

T-Rex was going to 

end up in this sort of 

level, this sort of area, 

and so forth. 


Since the music wasn't 

going to match up with 

what the player is doing, the 
music is there for atmosphere, like 
most other games. What | did was 
just create a soundtrack that could 
go along with those storyboards 
and turn them into a film. We 
could play this music right to it so 
that the action could match up to 
it pretty perfectly. That's how | 
approached doing it. 


We knew that each one was going 
to be about two minutes in length, 
so | had to try to keep it to two 
minutes and write it from the 
boards. | drew most of the inspira- 
tion from the storyboards and also 
from the paintings by Matt Hall, 
who did the color. He did all of the 
texture-mapping and dinosaur 
skins, and all of the conceptual art- 
work, which I had by my side. | 
would look at those and get inspi- 
ration. That's how ۱ approached 
the composing, but as far as taking 
individual characters, as far as the 
music, each character has a sepa- 
rate theme. We sat down and 


approached it like a dinosaur opera, 
where each dinosaur is going to 
have its own voice and theme. 
Some of them have a couple of dif- 
ferent themes, depending on the 
mood they're in. So the Compy, for 
instance, is kinda' playful, but 
there's something evil in its essence 


because the Compy itself is kind of 


a strange character. He looks inno- 
cent, but he's really not that inno- 
cent of a character, especially if 
you've seen him in the movie. 


So again, each character has its 
own voice and what | tried to do, 
if | knew that a Raptor was going 
to be involved in this section of 
the Compy level, was to take the 
Raptor's theme and kind of weave 
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into the music so that you could be lis- 
tening to the Compy music, but you 
would hear elements of the Raptor’s 
theme coming in and out. This would 
illustrate the conflict going on between 
the two characters and also illustrate 
what’s going on in that level. So theo- 
retically, if you had your eyes closed 
and you were listening to the music, 
you could figure out what section of 
the game this comes from. “There’s the 
T-Rex theme, and | also hear the 
Human Prey theme, so it must be 
somewhere where Sarah’s being chased 
by the T-Rex!” 


Early on, we thought we had decided 
this was going to be an all synth 
soundtrack score. But we had an early 
meeting with Steven Spielberg, and he 
heard the synth demos. He liked them 
enough to help insist that it be done 
with a live orchestra. That was some- 
thing that Patrick and | really wanted 
to do to begin with, but Steven's back- 
ing really pushed it over the edge and 
helped us be able to do that. 


We then started preparing for what it 
was going to take to do the music with 
a live orchestra and we looked at a lot 
of places where we might record it. We 
decided on Seattle. We used the Seattle 
Symphony, and they were fantastic 
players. Not only did the music have to 
be done, but all of the sheet music had 
to be done and then transposed for 
each of the players. It was like this end- 
less list of things that had to happen to 
start doing music for a live orchestra; 
organizing who's going to record it, 
how we’re going to record it, and 
where we're going to record it. I kind 
of headed up the project and took care 
of everything. It was a blast! We ended 
up recording it in a church in Seattle, 
which isn’t really used as a church any- 
more. Now they use it for luncheons, 
recording dates, and things like that. 


So the symphony was there, where the 
altar of the church used to be, | guess. 
And we had a remote truck with all of the 
recording equipment, and microphone 
lines were leading out the back of the 
church to the truck, and that’s how we 
recorded the music. It was an experience. 


We're not really sure how many games 
have ever used a live orchestra for a 
game soundtrack. I’m not sure about 
overseas, but I don't think anyone has 
ever written a 45-minute symphonic 
score for a game before. We like to think 
we're the first to do it, certainly in 
America, | think. So we're really proud 
of that. Because one of the things we 
really wanted was for the dinosaurs to 
be rooted in reality, and a synth score 
isn't real. A real orchestra gives this very 
organic feel to the whole piece and 
roots these electronic images in reality. 


So when you hear those things, there's 
a big human element that goes along 
with a live orchestra playing. It helps to 
ground everything that you're seeing 
onscreen, and that helps it become 
even more real than it would be if you 
were just watching images, or if you 
just had this electric music playing in 
the background. And with the 
dinosaurs, we just really wanted them 
to be as alive as they could be, which is 
why we gave them their own voices, 
which is why we used a live orchestra. 
Even the sound effects guys really 
made the dinosaurs come alive! 


So did you have to write each member of 
the orchestra's sheet music? 


Yeah, because every instrument had to 
be accounted for. What | do is prepare 
the entire score, which is what the con- 
ductor looks at as he's conducting the 
symphony. Then there's a guy who 
breaks that down into each individual 
part. So the clarinets have there own set 
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of sheet music, the violins™ 
have their own, the bas- ` 

soons, the French horns, | 

and so on. If the trum- 

pet player is looking at 

his sheet music, it 

could be blank for 

twenty measures 

and then all of a 

sudden, he’s got 

this big part he’s 

got to play. 

Another thing that’s 

interesting is that 

when these guys get 

their music, this is the 

first time they've ever 

seen it. These players 

are so good that they 

don't practice it. They look 

at it, they play it, and that’s it. 

It was tough because the music is 
very fast, very hard to playvery, very 
energetic. So we were really happy 
with the way these guys just 
attacked the music, and they had a 
great time with it too. They were 
excited to be part of something that 
was a first, and they really bit into 
the music and did an amazing job. 


How long did the process take? 


It took about six months. It’s a 
completely different scenario than 
when you're writing for a film. 
When you're writing for a film, 
they give you a finished film. | 
think that is MUCH easier. 
Because, when you're writing for a 
film, you have a finished product, 
you look at it, you say “Okay, 
music needs to go here, here, 
here, here,” and the action 
onscreen is also telling you how to 
write your musicyou know what 
kind of music it needs. Whereas in 
this, nothing is telling you how 
loud or how soft it should be at 


different times because you just 
don't know. You don't have a fin- 
ished product and you're not 
exactly scoring to anything, so it's 
all up to your mind what you want 
to do. It could drive a person crazy 
because, suddenly instead of hav- 
ing a small amount of options to 


. go with, you have this huge array 


of options that befall you, and at 
times you're thinking, “Oh my 
God, what am | gonna’ do here? | 
can go here, ۱ can go there." So 
it’s kind of nerve-wracking. 


So the whole process took about six 
months. | was ever getting story- 
boards in, and | was using those, 
and there were levels being built so | 
could try to see some of the levels as 
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they were being done. I'd try to do it lit- 
tle by little as the game was being built. | 
guess it's like an animated film, where 
you build it bits and pieces at a time. So 
that’s why it took so long. Normally, if 
you do a film, you might have two or 
three weeks to do the whole score. And | 
was glad ١ had six months because this 
was very intricate music. Really big 
orchestral stuff, very complicated. It was- 
n't really just background music, it had its 
own place in the game. 


Did you look to John Williams’ music for 
Lost World as a guide? 


No, ١ hadn't even heard it. All this stuff 
was actually written long before he 
probably got the film to score himself. 
So we wrote all this stuff pre-Lost World. 
And again, he probably got his score 
three weeks before or something. But 
for the most part, this score was finished 
long before his process even began. We 
didn’t want to revisit the stuff he had 
done anyway. We wanted to give every- 
thing a whole new life, because these 
characters weren't just dinosaurs to play 
as, they were actual characters. As a per- 
son, you want to become whoever 
you're playingthat's who you are. You 
don't want to be just a nameless 
dinosaur, you really want to be given 
personality, and the films are generally 
given a certain theme for the dinosaurs. 
We really wanted to broaden it and cre- 
ate a world of music that could fit under- 
neath John Williams’ music if it had to, 
but not necessarily be BASED on it. 


Who are your greatest influences and 
favorite composers? 


Well, John Williams is just my absolute 


favorite contemporary composer. That's 


for sure. He's really an amazing guy. 
There are a lot of classical guys that I 
love, there are a lot of opera guys that 


| love. Rossini is one of my favorites 
composers. He's an amazing guy, prob- 
ably most well known for the "Barber 
of Seville" in the Bugs Bunny cartoons! 
Holst, who did The Planets, he's an 
amazing guy that | look up to. Ravel, 
there's another one, he did Bolero. | 
really like Jerry Goldsmith a lot. But 
contemporary, John Williams is really 
my favorite. | have a LOT of respect for 
him. What he does is build a world for 
the characters within his music. You 
can identify the themes, you can identi- 
fy what's happening, all just by listen- 
ing to the music. It's not just set dress- 
ing. It has a life of its own, which is 
what l really like. 


Will DreamWorks do another orchestral 
score? 


This was a fun first time thing, and it 
was kind of a test for DreamWorks. 
Was it worth doing and would we do it 
again? I’m glad to say that it WAS 
worth doing. Everyone was really 
happy with the results. But it was like 
all that added pressure of, "Okay, now 
that we've got the go-ahead to do this, 
| want it to be done right!" So you 
spend 18-hour days every day for two 
weeks trying to get everything pre- 
pared and everything perfect. But it's 
fun. | wouldn't trade it for anything in 
the world. What | do? 


Did you get to play the game during the 
score's development? Do you play video 
games? 


A little bit, but not a whole lot because 
we recorded it in the beginning of 
February. By that point, there were lev- 
els of the game that were put together, 
but the gameplay hadn't been tuned. 
You could see the guy running around, 
but that's about it. The enemies weren't 
there yet, so you didn't know who you 
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were dealing with, etc. So; 
a lot of inspiration ended ` 
up coming from that. It ہ‎ 
was the storyboards, the 
artwork, and even just 
coming here and 

hanging out with 

these guys, listening 

to them talk about it 

while they were 

working on it, and 

what WAS going to 

be in the gamejust 

looking at all of the 

stuff on the wallseven 

that helped a lot. This 

was by far the most fun 

I've ever had working on 
something, film or not. It was 
just a lot of fun! 


What about the score are you most 
proud of? 


What am ۱ most proud of? The 
Raptors! I think I’m most proud of 
the Raptors. There's this motif 
that's the Raptor's theme and it's 
this really low bass line, and every- 
one seems to like that a lot. I’m 
really happy with the way that 
turned out. It's one thing to hear it 
with the midi stuff, but when you 
hear it with live players, it really 
comes to life. | was really happy 
with the way that turned out. 
Sometimes you don't know how 
it's gonna’ turn out. Sometimes | 
heard things the players were 
doing and thought, "Wait, that's 
not how ۱ thought it was gonna’ 
sound." Sometimes | heard things 
that | thought was gonna’ sound 
one way, and it didn't, but I liked it 
better. | think the music best fit 
that character. We have a character 
who is VERY smart, very conniving, 
very sneaky, and | think of all the 
music, that was the music that just 


really stuck to the character very 
well. When you see the character, 
you could hear it very easily. 


What's your favorite Spielberg movie? 
Why? 


Undoubtedly, well, that's a tough 
question. But l'd have to say 
Raiders of the Lost Ark is really my 


“favorite movie of all time. That was 


a movie about a guy who would 
NOT give up, and | thought it was 
just made perfectly. There's some- 
thing inspirational about that in 
itself, you know. There's something 
you want and there's nothing- 
gonna' stop you, not even a 
brigade of Nazis. (laughs) God 
bless America! 
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